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s BLOCKBUSTER! 

GAMES EVER! IT'S TRUE TO THE ORIGINAL WITH SHARP GRAPHICS 
AND PLAY FEATURES SUCH AS LAZERS, CATCH AND HOLD, 
ELONGATOR AND MUCH, MUCH MORE. THIS IS ARKANOID - 
THE REAL THING! AMSTRAD £8.95 COMMODORE £8.95 
SPECTRUM £7.95 


COIN-OP 


ARKANOID Licensed from ©laitoCorp., 1986. 


HOT FROM THE ARCADES. W * 
GET SHARP OR YOU'RE 
DEAD! BUILD UP THIS MEAN \ 

MACHINE TO ITS AWESOME 
FIRE POWER TO STAND ANY 
CHANCE OF COMPLETING 
YOUR TASK. STUNNING GRAPHICS' 
AND LIGHTNING GAME PLAY _ 
TEST YOUR REFLEXES AND SHARfijjf 
SHOOTING TO THE LIMITS. TAKE» 
ON MAGM AX - IT'S A KILL±j§F 
AMSTRAD £8.95 MlS 

COMMODORE £8.95 “ 2 

SPECTRUM £7.95 


MAG MAX ©Game Design Nitchibutsu 
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FROM TAITO CORPORATION 
COMES SLAP FIGHT AND THE 
LAST WORD IN PLANET 
COMBAT... MULTI-SCREEN, 
REALISTIC GRAPHICS AND ALL 
THE COIN-OP FEATURES. 
ADDICTIVE AND COMPELLING 
- YOU JUST CANT PUT YOUR a 
JOYSTICK DOWN!" M 

AMSTRAD £8.95 /;* 

COMMODORE £8.95 
SPECTRUM £7.95 


SLAP FIGHT Licensed from - Taito Corp. .. 1986. 


YOU ARE ONE OF THE ELITE - A HANDPICKED, CRACK 
TROOPER IN BATTLE AGAINST A FORMIDABLE ENEMY. 
YOU'LL NEED ALL YOUR SKILL TO TAKE ADVANTAGE OF 
EVERY SITUATION, STAMINA TO KEEP ON GOING 
WHERE OTHERS WOULD FAIL AND COURAGE 
TO FACE THE CEASELESS BOMBARDMENT BY 
ENEMY TROOPS, HELICOPTERS AND ARTILLERY 
mmk AND IF YOU SURVIVE ARMY MOVES YOU'LL 
HAVE SOME GREAT TALES 
TO TELL' AMSTRAD £ 8.95 
jgy-- COMMODORE £ 8.95 

Wkm SPECTRUM £7.95 
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Strategy is 
Back! 

Star Wars and Sea 
Warfare 72 

And better than ever. Check out j^Q's 
major strategy round-up. Features full 
reviews of Armageddon Man and 
Convoy Raider and a double mega- 
sneak-early-preview of High Frontier 
and Guadle Canal 


All the games to look 91 
out for ... 

First look at Mean Steeek (Mirrorsoft), 
Gryzo* (Ocean), Judge Death (Piranha) 
md countless others ,», 
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brilliant radio-controlled King Tiger 
tank. Free in this month’s devious 
Rebel compo 
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Win a fantastic motorised rocket 
water launcher! Violent? Us? It's 
Gremlin , actually 























































































LEARN CHESS 


WuWatesT 


CRICKET AVERAGES 


SIMATT1 


CHESS NUTS 


STRATEGY 


ADVENTURE 


ZENJI 

FIREBIRD 


—22 

SPACED OUT 

FIREBIRD 


37 

ARMAGEDDON MAN 

MARTECH 


73 

CONVOY RAIDER 

GREMLIN 


74 


ENTS 


SINCLAIR USER SEPTEMBER 1987 


STIFFLIP & CO 

PALACE 

24 

SATCOM 

ATLANTIS 

24 

BOOK OF THE DEAD 

CRL 

32 

SHIPWRECK/CASTLE EERIE 

TARTAN 

33 

STAR WRECK 

ALTERNATIVE 

36 


Features 

Hardware 40 

Gem for the Spectrum? The Plus 3 
gets the ST look? Maybe... 

Quill 82 

Add your own customised commands to 
Gilsoft’s Quill 


_happens 84 

Self-indulgence time as we explore our 
navels and tell you what we find there 


Who is that 
Bear? 28 


Money off 
Coupons 

Lotsa cash to save on Rebel, 

Stifflip & Co, Sidewise, Convoy 
Raider and more. Accept no 
imitations 

COVER 
SMASH 

Sidewize 44 


Introducing 

Kamikaze 

Bear, 

mysterious 
sup erhero 
and H 
icon. Now 
the story 
can be told. 


REGULARS 


Whodunwot 


Five Star 
Pokes 15 


Give us more, more, more you cry. OK 
here comes the Pokes for Exolon 
(wow!), Challenge of the Gobots and 
The Living Daylights 


ZapChat 
MapChat 
Compo Winners 
Smash Coupons 
Code Talk 
Charts 
Letters 

Background Noise 
Poster No 7 
Outlands 
Hewson 
Surgery 
Gordo 
Write Stuff 
Next Month 


Classic Moves 
Gremlin 




v. 

V 

1 





























































Available soon on Spectrum, 
Commodore and Amstrad cassettes - 
all at £9.95. 

Commodore and Amstrad discs - 
both £14.95. 














• SAMPLE ANY SOUND • SYNC FACILITY • MIXING OF SAMPLES 

• SUITABLE FOR HOME OR PROFESSIONAL USE • SIMPLE TO USE 

• REPLAY AT VARIOUS PITCHES FORWARDS OR BACKWARDS 

• POWERFUL EDITING FACILITY • ECHO, REVERB ETC. 

• SAMPLE SOUND EFFECTS INCLUDED • COMPLETE SYSTEM 

• EACH SAMPLE SOUND STORED AS FILES IN MEMORY 

• BANDWIDTH-AN AMAZING 17.5KHz 

• OUTPUT THROUGH MOST HI FI’S • MICRODRIVE COMPATIBLE 

• GRAPHICS SAMPLE DISPLAY • PLAYBACK FROM KEYBOARD 

• REALTIME PITCH HARMONISER __—^3 


128 to Midi Lead 
available£tQj75 
i now at. 


Digital Drum System for the Spectrum 48K 128K +2 
and Amstrad 464,664,6128. 


• 8 DIGITALLY RECORDED REAL DRUM SOUNDS 
» SIMPLE TO USE - UP AND RUNNING IN ONLY MINUTES 

• A TRUE DIGITAL DRUM MACHINE 

• ‘REAL TIME’ OR ON SCREEN PROGRAMMING 
» COMPLETE WITH SOFTWARE 

• EXTRA SOUNDS CAN BE LOADED FROM TAPE 

• CREATIVE, EDUCATIONAL AND FUN 
THE MOST EXCITING PERIPHERAL EVER DEVELOPED 

DYNAMIC FILING SYSTEM — STORE OVER 
1000 PROGRAMMED RHYTHMS 
SONGS CAN BE SAVED ON TAPE 
TAPE SYNC FACILITY 

POLYPHONIC • COMPREHENSIVE MANUAL 
JUST PLUGS IN TO MOST HI FI’S 

Prices include VAT, postage & packing. Delivery normally 14 days. 

Export orders at no extra cost. Dealer enquiries welcome. 

Cheetah, products available from branches of Dixons 'ASSESS 


NOW AVAILABLE 

Latin Kit & Editor 

_ £3.99 

Electro Kit & Editor 

£4.99 

Afro Kit a Editor 

£4J&9 


WHSMITH ♦ High St. Stores and all good computer shops 
or direct from Cheetah. 


Marketing 


CHEETAH MARKETING LTD 
Norbury House, NorburyRoad, 
Fairwater, Cardiff CF5 3AS. 
Telephone: Cardiff (0222) 555525 
Telex: 497455 Fax: (0222) 555527 


For ZX SPECTRUM - Compatible with 48/128k/ +2 


• MIDI DELAY FACILITY • STORES THOUSANDS OF NOTES 

• MIDI IN/OUT/THROUGH • FULL MIDI COMPATIBLE ASSIGNMENTS 

• CONTROL ANY MIDI COMPATIBLE INSTRUMENT 

• FORWARD AND REVERSE SEQUENCE PLAYBACK 

• REAL OR STEP TIME INPUT FROM INSTRUMENT OR COMPUTER 

• SUITABLE FOR HOME OR PROFESSIONAL USE 

• FULL SYNC FACILITY • 8 TRACK MIDI SEQUENCER 

• COMPLETE WITH HARDWARE/FULL SOFTWARE 

• TRANSPOSE FACILITY • MICRODRIVE COMPATIBLE 

• COMPREHENSIVE INSTRUCTION MANUAL 

• MIDI LEAD INCLUDED 


•EXCEPTIONAL VALUE 


128k/+2 to Midi Lead 
(BT style plug to 5 pin DIN) 

ONLY £9.75 

Itisnor necessary Id purchase Jus lead 


Extra 5 pin DIN 
to5pinDINMidi Leads 

ONLY £4.99 



































I UNDER 

RAPS! 


■ In-house programmers at 
Gremlin have gone completely 
potty and is putting together Com¬ 
pendium, featuring the Wink fami¬ 
ly, father Tiddly, his wife Mavis not 
to mention the Wink children and 
the dog. 

Lots and lots of games like the 
pub game, when father flips his 
beer glasses for his long suffering 
family to catch. 

All donations to Save Gremlin’s 
Sanity Fund will be gratefully re¬ 
ceived. 

■ The man behind Fairliglits I 

and II, Bo Jangeborg, has de¬ 
fected from Softek/Tlie Edge. He’s 
now in the clutches of Nexus, who 
will be publishing his next game. 

As far as we know, the new game 
will be out sometime around Christ¬ 
mas, and could be called Dark 
Earth, but the chances of that are 
really quite slight in fact. 

■ A team we haven’t heard of 
before — Creative Reality — is 
working on a new licence for Mar- 
tech. It’s based on the cartoon char¬ 
acter Slaine and it might be an 
adventurey sort of game. Or it might 
not. 

And it won’t be out for simply, 
ages. So don’t hold your breath. 

Mg Mike Male - he of Hewson’s 
Wm steam loco sim Southern Belle 
has done it again. He and Bob Hill- 
yer are working on Evening Star, 
a second railway simulation based 
on the train of the same name, 
which was actually pretty famous 
as trains go. Lots more tricky situa¬ 
tions, problems and puzzles, and a 
big locomotive to boot. So if you’re a 
railway enthusiast, chuff out and 
buy it, sometime around September, 
we think 

■ Chris Kerry and Fungus the 
Bogeyman are currently prog¬ 
ramming Mask II for Gremlin, 

deep in the bowels of Sheffield. A 
game much like Mask we’re told, 
with a multiple load and four mis¬ 
sions to play with. Mask II will be 
out in the very near future, possibly 
even before Mask. But I didn’t quote 
them on that... 





Newsdate 


YUPPIE ATTACK! 


T hose of you with weak sto¬ 
machs and tidy minds will 
not he in the slightest hit 
interested in Virgin’s new release. 

But if you’re someone who 
mourned the death of Rile and the 
rest in the double-decker bus, you 
pine for a third series of The 
Young Ones, if you’re a fan of the 
Dangerous Brothers and ache to 
hear the phrase, “No brakes, I 
have no brakes,” then you are the 
sort of person who will be in rap¬ 
tures over How to be a Complete 
Bastard, the Video Game. 

Yes, in a mad fit of depravity, 
Virgin has taken Ade Edmondson’s 
book and turned it into what will 
undoubtedly be the most disgust¬ 
ing, repulsive, foul, utterly addic¬ 
tive game this side of Watford. 


The game, we’re 
(who is spending a great deal of its 
time these days giggling and being 
silly) is based very closely on the 
book, and centres around a party 
in a smart area of London. A Yup¬ 
pie party, which Ade gate-crashes 
in order to ruin everyone’s fun. 

The idea is to clear all the Yup¬ 
pies out of the place by doing 
things which are completely Bas- 
tardish. Mostly this involves a 
huge amount of alcohol, measured 



AlkSpectrums arc No 1! (Natural- 
IPly) New research, conducted by 
AGB:Lek~Trak, of home computer 
sales in the major high street stores 
for the first six months of this year 
show the Spectrum 128K4 2 out¬ 
selling the Commodore 64 by four to 
one! In fact the nearest rival in 
sales terms to the 128K-2 is the 
old Sinclair 128 - now being heavi¬ 
ly discounted in some stores 

• When your weekly allowance 
just won’t stretch to the cost of 
that pink Giorgi Armani suit with 
the chequered lining that you’ve 
had your eye on for simply ages, 
then perhaps you may like to try 
what nine wholesome American 
kids did. By tapping away onto their 
trusty ’puters - in Hew York, Los 
Angeles and Texas ~ the Yanks 
managed, via various bulletin 
boards, to break into bank charge- 
card accounts and order themselves 
all sorts of little bits and pieces. It 
was only when one member of the 
gang ordered and received an extre¬ 
mely expensive skateboard that his 


^Fthe 128K43 - is now officially 
launched by Amstrad and already 
available in some stores. Volume 
production has begun and by the 
end of August the machine should 
be easily available. The Plus 3 - still 
over-priced, sad to say - costs £249, 
although an Amstrad spokesperson 
suggested that the price was likely 
to be discounted in some stores. 
Dixons, for example, already dis¬ 
counts the 128K+3 from its price of 
£159, down to nearer £130. Similar 
discounting is certainly a possibil¬ 
ity for the Plus 3. For your money 
the 128K>3 package includes the 
micro itself, an Ocean game com¬ 
pilation disc - including Cosmic 
Wartoad, Mailstrom, Gift of the 
Gods, NOMAD and Daley Thomp¬ 
son's Supertest. and the SJ1 joy¬ 
stick ... yes ... we know ... it’s the 
same wonderful stick Amstrad has 
been trying to get people to buy for 
the Plus 2. 

N^Yet again we are to be given the 
WF opportunity to race around a 
track at very high speeds in a 
Formula One car. But this time it's 
different. Because Nigel Mansell, 
he of the moustache and the very 
quick accelerator pedal, is the main 
man in Marfceck’s game called, un¬ 
surprisingly we feel, Nigel Man- 
sen’s Garand Prix It’s due for re¬ 
lease on November 19, four days 
alter the final Grand Prix in Aussie 
land. Everyone expects Nigel’s gon¬ 
na win the Championships, so Mar- 
tech could well have a cult game on 
its hands. The game will feature 
things like a computer link to the 
pits, enabling you, as driver, to give 
detailed instructions to your crew 
about when you want your tyres 
changed and so on. Your controls 
Inside the car show speed of the car, 
the overall condition of it, and his 
position in the race. For those of 
you who feel such technological 
wizadry is far too hard to cope with, 
there's an alternative game which 
simply allows yon to go around the 
race track like a bat out of hell and 
not worry about anything else at 
all! 


APreiUto? 

Mum shopped him to the cops and 
now they’re all facing massive poli¬ 
ce charges. The nine Individuals 
arrested are all aged between 14 
and 17 ... 


Nigel* 























But of course you do still get to 
choose between the Plus 2 and Plus 
3. As an Amstrad spokesman put it 
“It’s not like Russia where you go 
into a shop and there's no choice.” 
Yes, well. That’s ail very fine. But 
what about people who want a disc 
drive and bought a Plus 2 before the 
Plus 3 was announced? I guess they 
might as well go to Russia .. 

K issue we told you about a 
with the improbably 
named Dolph Lungren as the star 
feature. And, we said, wouldn’t it be 
a nice idea if someone turned He 
Man and the Masters of the Uni¬ 
verse - The Feature Movie into a 
game. And, lo and behold, Gremlin 
has gone ahead and bought the 


MMlf How to be a Complete Bas- 
^Ptard is not disgusting enough 
for your particular personal taste, 
then maybe this will be. Power 
House is preparing to unleash a 
game entitled Soft and Cuddly at 
the beginning of September. And it’s 
important to note at this stage, that 
there is nothing whatsoever, abso¬ 
lutely, at all, at all, cross my heart 
and hope to be spanked until my 
bottom goes purple (no more Black 
Adder jokes, please - Bd), Soft or 
Cuddly about this game. Your 
father's trapped in a refrigerator 
and your mother’s gone quite lite¬ 
rally to pieces after a nasty acci¬ 
dent. Release your father from the 
’fridge, collect all the hits of yo|Jh 
mother, then sew her back togetf^^ 
again. And if it’s anything like near% 
ly all of Power House’s recent re¬ 
leases, ith probably be useless ... 
M^More 126K+3 news! Anyone 
^Pbuying a Plus 3 will pretty soon 
run up against a BIG problem; no 
software! Lots of software on cas¬ 
sette - no software on disc. Roman- 
tic Robot is working on the answer* 
- a device to dump out software 
from tape to disc. Its new Multiface 
III, latest in a line of such devices, 
will dump out either screens or 
software to disc at the touch of a 
button. MulUface III will cost 
&44S5, available end of this month 
gfeAR those Sick and tired of low 
M^Quality budget products will be 
delighted at the latest move from 
Hewson. Following the success of 
Zynaps and Bxolon, Hewson is 
joining forces with Mastertronic, 
and putting out a whole stack of 
brand new games on a budget label, 
Hewson will be writing all the 
software, and Mastertronic will be 
in charge of distribution. The new 
label, called Back-Xt will be re¬ 
leased on the l?th September. And 
the best news is that although 


some real hot licences. Last month 
we told you all about Nightmare, 
and this month, we’re talking Pre¬ 
dator. Arnold Schwarzenegger is 
famous for having big muscles, and 
making cracking good - not to men¬ 
tion violent - films. And cracking 
good movies make cracking good 
games when licensed out to smart 
software houses. So when Predator, 
Arnie's latest movie, was such a 
huge smash in the States that it 
took $3m at the box office in its first 
week, Activision nabbed it 

MMlneeative is thoroughly ex- 
Vcited about a brand new con¬ 
cept that it’s thought up. 

Come the FCW Show we’ll be tre¬ 
ated to the sight of a game called 
Driller, which will feature Frees- 
cape. A new development in solid 
3D graphics, Freescape allows the 
player to move to any point in the 
landscape, and then to view that 
landscape from every conceivable 
angle. The graphics are solid and 
convincing and really make you feel 
as if you’re there. Incentive prom¬ 
ise us trillions and billions of 
screens for every area of 3D space. 
Completely over the top! 


licence. Uremlin promises that it’ll 
really go to town on this one. A 
rollicking arcade adventure, Mas¬ 
ters of the Universe - The Fea¬ 
ture Movie will feature thrills and 
spills as you take your chances 
against Beast Man, the savage 
lieutenant of Skeletor and the Sor¬ 
ceress Evil Lynne. Masters of the 
Universe win be available from 
December we’re told, and is going to 
be absolutely amazing 


will be brand new stuff. 

M^Bad news for any Spectrum 
^^owner wanting to add a disc 
drive. Arastrad has now officially 
confirmed that it will not produce 
an add-on disc unit for the Plus 2. 


mwot 

according to your ‘drunkometer’. 
This in turn leads to the swelling 
of your ‘weeometer’ which results 
in a lot of very damp Yuppies. By 
swearing a lot and generally being 
thoroughly disgusting, you score 
Bastard points, and eventually get 
to light up the words 
‘Complete 


Newsdate 


Bastard’. The whole thing is being 
brought to your screens using a 
new technique known as, surpris¬ 
ingly enough, Bastard-vision. 

We know full well that this is 
going to be the most disgusting 
game ever seen anywhere at all, 
and I can’t wait to get hold of a 
copy. Anything this horrible is 
bound to sell millions. 

How to be a Complete Bastard will 
feature a split screen and four- 
angle, full vision of the room so 
that no Bastardish feat will be 
missed. 

Anyhow, the whole thing is 
being programmed by Sentient 
Software — the people who did Tai- 
Pan for Ocean — and we can expect 
an outbreak of Bastardishness 
sometime towards Christmas. 

And let’s hope it’s better than the 
awful Young Ones game, released 
last year* 


TWTMTW 

THAT WAS THE 

\ MONTH THAT WAS 

S o Amstrad expects the 
£249 price of the expen¬ 
sive new 128K+3 to be 
discounted by stores. Surprise, 
surprise! 

And although Amstrad fierce¬ 
ly denies it, it is now widely 
thought, too, that the price will 
have to drop again in Septem¬ 
ber, when the price difference 
between the Plus 3 and the Atari 
ST will be narrowed by Atari to 
just £50. 

Where the Sinclair machines 
have no rivals whatsoever is in 
the field of software. No other 
machines can boast so much 
software, or software so cheap. 
This is undoubtedly the lead 
that has made the Plus 2 now by 
far the most popular micro in 
the UK today - selling over three 
times as many machines as its 
nearest rival, the Commodore 
64. 

But what use is all this cas¬ 
sette software to the Plus 3? It 
can run it, by connecting up a 
cassette player to the machine. 
But what’s the advantage in 
having a disc drive if there’s no 
software on disc? Well, there is 
an answer! 

Romantic Robot is working on 
what will unquestionably be the 
new machine’s most significant 
add-on - the Multiface III. 
This device - quite pricey at 
over £40 - allows any cassette 
based software written for the 
Plus 2 to be loaded into the Plus 
3 - using any ordinary cassette 
player - and then dumped out to 
disc. 

The development won’t 
please the software houses 
much, though. The device 
breaks the copyright protection 
on the cassette software in 
order to transfer it to disc. 
Amstrad on the other hand 
seems quite keen on the device 
- after all it’s going to help sell 
the Plus 3. 

Without it disc software for 
the machine can be counted on 
one finger of one hand - and the 
Plus 3 becomes little more than 
an expensive way of buying a 
Plus 2 - without the cassette 
player! ■ 


CREDIT PANEL: Thanks go to David 
DeNegri, Ian Grimes, Steven Peck, 
Andrew Prout, Ian Bennett, Simon 
Kelly, Deniz Ahmet and Minesh Mak- 
wana fortheir help in putting this 
issue of together 
























JONRIGLAR'S 


ZAP CHAT 



All the best things come in 
groups of three you know. 
Pumps. Trios. One and a half 
duos. Monty games. Talking 
of Monty games there's a 
new one out. Well it was 
new when I wrote this. Now 
it's probably nearly new. 

Auf Wiedersehen 
Monty 

^ has the mole running 
around all over the world 
g doing ridiculous things and 
drinking lots of beer. And 
getting a sun tan. On his 
I feet. Just like me really. And 
no - I can't get my shoes on. 
_ It's not funny! The pain, the 
“ pain . . . Here're some hints: 

• The football must go to 
g Jeventus 

• The tools repair the Au¬ 
strian Ski Lift in Austria 

I • Chateau Blanc must go to 
Dortmund. (Wherever that 
■■ is) 

m • The bacon must be sent to 
Czechoslovakia 

| # The car wheel should be 
taken to Monaco 

• Give the cork to the boy in 
I Amsterdam who is obvious¬ 
ly going to stick it right 

_ where he should stick it. In a 



■ o I really have to do this now? Me wanna go 
beach! Show off my new Georgio Armarni shorts. 
And the Porsche sunglasses. In fact, the beaches 
don't know what's hit them once old Rigtar arrives with 
his surfboard. But, instead. I'm stuck here, behind my 
typewriter, banned from using the word 'ooer' in any 
context, with all the windows wide open to cool off. And 
to make my hayfever worse. 



ject of small furry creatures 
that dig holes in your back 
garden just to annoy you 
when you're on holiday and 
give you a fit when you 
arrive back from Ibiza or 
wherever, Richard Payne 
has also supplied the ulti¬ 
mate cheat. I mean the de¬ 
finitive cheat: 


CLEAR 32767: LOAD ' CODE 
RANDOMIZE USR 32799 

Type in the first line of the 
above and Run it. There will 
now be funny flashing bor¬ 
ders and a game will load. 
Then it will stop. Rather 
abruptly. The game has now 
loaded. Then type in the 


second line and the game 
will start. Piff-poff-puff. 

And because everybody 
here at | 3 | 9 | loves the little 
creatures, we've rounded up 
the map as well!! Oh yes we 
have!! It's from Richard 'I'm 
still in' Payne and it's got a 
humungous key which I've 
got to type out. Sulk. 
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systems...awe-inspiring arcade action.. "Sidewize is the slickest, 
no-messing shootout in a long, long time" wrote Sinclair User...don't 
mess with the others, try messing with Sidewize. 


SPECTRUM CASSETTE 

£7.95 

COMMODORE CASSETTE 

£8.95 

COMMODORE DISK 

£12.95 


Firebird Software 
First Floor, 64-76 New Oxford St. 
London WC1A IPS 


Firebird is a Registered Trademark 
of British Telecommunications pla 











Exolon 


actually. Not that you would 
see me going overboard for 
any game, being a miserable 
old cynic. What we have 
here is a game that looks 


is here! And it has to be one 
of the best graphical blasts 
this year. It's wonderful. 
Amazing. Brilliant. Fantastic. 
Triff. I liked it quite a bit 
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more than a bit like the near¬ 
ly out Game Over from Dina- 
mic with graphics that look a 
bit like those in Equinox 
from Mikro-Gen. 

Here's a guide to the first 
twenty-five screens of the 
game together with a map 
picking up from screen 25, 
where things get really 
tricky. The final 25 screens 
will be revealed next month. 

Easy-peasy 
stuff. You may get caught 
out in your first couple of 
games by the humungous 
gun in Screen 1, but after 
playing the game for the 
hundredth time, you should 
be able to blast it right away. 
Don't worry at all about run¬ 
ning out of ammo or mis¬ 
siles because you can repla¬ 
ce them in Screen 2 

Q u ' te a simple 
screen. Don't bother about, 
the gun of the funny thing I 
that pops up out of the 
ground - just get into the 
transporter and zoom to the 
level above. Remember to 
grab the replacement can 

These 

are probably the hardest 
screens you are going to 
meet in the first section. Lot- 
sa bouncy things appear and 
they wobble all over the 
screen and lot of the time 
into you. You can jump up 
and blast, duck and panic. 
Try to recognise the pattern 
of the balls. Some will miss 
you completely due to their 
height and others have to be 
blasted or it's Victor's last 
stand. And old Vic is a bit of 
a dork once he's hit - fling¬ 
ing his arms into the air like 
a demented gerbil. There's a 
pod alien in Screen 6 and it's 
pretty nasty. Make sure you 
stay well back once you've 
had a go at it. And keep 
firing! 

Stay well back. 
Watch the missile carrier 
carefully and you'll notice a 
fuse behind it. When it starts 
to crackle, start firing!! Make 
sure you duck and fire as 
well. Once the fuse stops 
burning move a few steps 
forward and then check the 
fuse once again. If you're 
within a couple of steps of 
the missile carrier, keep 
walking whether the fuse is 
blowing or not. Then all you 
need do is jump in the trans¬ 
porter and replenish your 
ammo reserves 


Quite easy. Blow 
the gun up as quickly as 


possible and remember to 
duck if it fires back. Then 
jump to the middle platform 
and over to the other side 

jQ In Screen 
9 you'll immediately notice a 
missile coming in your direc¬ 
tion. It's no good trying to 
fire at it. The only way you 
can destroy these missiles is 
by lobbing a grenade at the 
missile control. This looks a 
bit like a planet stuck on a 
pole if you follow my drift. 
The trick here is to time what 
you do - wiat inside the top 
transporter until the missile 
starts to look threatening 
(when it's right up your 
nose) then push your joys¬ 
tick up and transport to the 
lower level. Get out of the 
transporter quickly and lob a 
grenade at the control centre 
before another missile 
appears. Simple really. 
Screen 10 is easy if you 
remember not to charge into 
the funny things that pop up. 
Don't forget to replenish 
your stocks and to change in 
the Georgio Armarni capsu¬ 
le. Victor will then be an 
even harder looking guy 


with his double machine- 
gun. Screen 11. Don't bother 
going up to the level above - 
just charge at the missile 
carrier firing all the time. 
You won't need to duck un¬ 
less a wayward missile com¬ 
es your way. Once you arrive 
in Screen 12, fire a grenade 
at the missile control. If you 
were on the upper level 
things would have got wor¬ 
rying. Screen 13 is a doddle. 
Just run into the transporter 
All fairly 

easy going. In Screen 14 
you'll come across another 
pod alien and some way¬ 
ward missiles. Stay station¬ 
ary and blow them away. 
Screen 15 and you'll find one 
dreaded missile carrier. Two 
options here-you could run 
straight at it or go through 
the transporter. If you take 
the second option, remem¬ 
ber to run back into the 
missile carrier to collect your 
extra points. Screen 16 and 
another missile control thing 
to blow apart. Once in 
Screen 17 you find a gun, the 
odd mine here and there, 
and a change in level. The 


. 










CHART E READER S 

Tim Bratton from Sussex 

chart^c^he^chappy^named^im 1 ^ 10 ^ 003 reader ' s 


JON RIOIAR’S 
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FANZINE CITY 

Fanzines, fanzines, fanzi¬ 
nes!!! There are quite a 
few about. And I want 
them all!! Anybody who 
edits, compiles, or 
throws out a fanzine on a 
regular basis should pay 
attention. What I want to 
do is this - you all send 
your latest is to me at the 
usual address and the 
best one out each month 
will get a mention 


change in level is most diffi¬ 
cult part. If you just jump 
without thinking, odds on 
that you'll land straight on 
top of the first mine. Instead, 
blow the gun up with a gre¬ 
nade and then walk back a 
few paces. Turn around and 
then make a running jump to 
miss the mine. Fire another 
grenade to clear the rock 
formation and then jump 
over the final mine. Screens 
17 and 18 aren't too difficult. 
In Screen 18 you can replen¬ 
ish your ammo and don't 
worry about the thing that 
pops up - you can walk right 
through it! In Screen 19, all 
you need do is jump in the 
transporter and on to the 
upper level. Through 
1 Screens 20 and 21 run along 
[the top levels and blast. You 
[may find an occassional mis- 
|sile flying along the top and 
you may need to duck to 
avoid them 


l Arkanoid 
f %Py Hunter 
3 Enduro Racer 
i Barbarian 
5 Krackout 
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SCREEN 22 


This screen is a 


real pain. You'll come across 
lotsa pods flying along right 
at the edge of the level. The 
only thing you can do here is 
to blast and jump. When you 
see a gap in the pods run like 
billyo (or anybody else you 
can think of) and jump off 
the ledge. Now forget all 
about the pods and concen¬ 
trate on collecting the stocks 
and grenading the two rock¬ 
ets. You'll also have to look 
out for the occassional 
bouncing ball. At this point 
you should be pretty grateful 
that you didn't take the low¬ 
er level 

Only one 
screen left to go! Don't wor¬ 
ry about the popping-up 
thing because, yet again, 
you can walk through it. 
You'll now be up against a 
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tank, and it's pretty nasty. 
It's no good trying to shoot 
the bullets that are fired 
from the top part because it 
won't work. However, you 
can keep your head down 
and wait. You can also shoot 
any lower bullets that come 
your way. Slowly move 
forard until you are within 
range of the tank and fling a 
grenade at it. You'll only 
blow up the top half. Now 
run past the last half and on 
to the next screen 


SCREEN 24 


_| The last screen. 

All you have to do is to jump 
on to the pedastool and 
you'll then be on to the 
bonus screen. Keep your 
Fire key down when the 
screen clears and this will 
automatically select the 
amount of bonus. 

Then you're on to the next 


section, and it's a 
More on that next 


ood 'un. 



Storm Bringer 

^ I liked ol' White Knight. He 
was - well - sort of chummy. 
A very bouncy figure in Mas- 

■ tertronics' casebooKIn my 
very first column (0B 53) I 

_ gave you the complete solu- 

■ tion to Knight Tyme and 
very good it was too. Now 

g we've got Stormbringer in 
which the good guy does a 
bit more bouncing. 

H Al and Ric (they are going 
to learn how to spell their 
— surnames next week) have 
® sent in 'a dead good prog¬ 
ram' which allows you to do 
H things without the objects 
you need! And why not? 

1 REM I've gone to Peru if it 
| doesn't work 
10 CLEAR 25170 
20 BORDER 0 

m 30 LOAD 'SCREENS : LOAD"" 
CODE 

40 POKE 46183, 99 

■ 50 POKE 46301, 99 

60 RANDOMIZE USR 37632 

You'll find you can do all 


sorts of things. Tickle the 
odd passer by (The Mad Celt 
has been known to do that 
on odd occasions but that's 
another story), pull levers 
and even make wishes! You 
also get infinite strength!! I 
don't know, these youngs¬ 
ters have it easy nowadays. 
When I was in primary 
school I'd have to walk ten 
miles to school and back and 
work every day and . . . 

Now a bit of Jonathan 
Woss for you: 

Into the Eagles 
Nest 

^ is weally wather wacky. And 
now you can cheat. When 
you achieve a high score 
H enter one of the following: 

DAS MAP - you enter a map 
h mode 

m DAS CHT - gives you infinite 
lives as such 

| MAP OFF - gets rid of the 
map mode 

DAS NME - wipes out the 
■ enemy 


P0KUS C0RNERUS 



And now here's some in¬ 
teresting facts about 

Micronaut One 

a There I was zooming down 
^ 5th avenue in my Escort 
when along came this Capri. 
I It was Kev. I said, "Hi, Kev" 
but he was more interested 
_ in the furry dice he had 
® hanging from his mirror. It 
was hot and he had the 
^ window down. The in- 
Micronaut entertainment 
was playing Wham\ 

"Seen Sha?" I said. 


After last month's incredibly huge poke corner I got quite a few 
letters asking where people should place their pokes. Well. 
Dearie me. I tried. Gawd knows I've tried. Every month I say 
'these pokes are for Multiface One owners or people who have 
equivalent interfaces'. Every month without fail. But STILL 
there are some people! Aaarrarahrararrajda!!!! 

MARIO BROS Poke 44079,0: Lives 
ARMY MOVES Poke 53324,255: Lives 
MAG MAX Poke 58472,12: Lives 
ENDURO RACER Poke 43542,0 and 43643,0: Infi¬ 
nite time 

INTO THE EAGLE'S NEST Poke 36640,0: Infinite 
bullets Poke 40512,0: Pick up keys Poke 41136,0: 
Infinite lives 

I have been told to say that a funny squibble will appear when 
you start to play Enduro Racer. This is OK. Your Time should 
actually count up instead of down and the squibble will 
occassionally squibble out the numbers. 

People who squibbled this month include Stephen Carr, Adrian 
Davis and Geoff Makin. More squibbling next time. 


"Nope," he said removing 
his Marks and Spencer's 
sunglasses. "But I've seen a 
lot of Scrim. On 7th ave." He 
handed over a piece of pap¬ 
er. And with that, he revved 
up and was gone. This is 
what it said: 


KEV AND SHA'S 


GUIDE TO SCRIM 


HUNTING 


# The most important thing 
in the whole game is really 
to know where the scrim are 
at any time. If you do this 
and keep all the tunnels 
open for navigation, you 
should have no problem get¬ 
ting around each ETU. 

• After a couple of goes, you 
should gradually become 
aware of the layout of the 
tunnel complex and should 
be able to whizz around to 
each ETU quite easily - 
however if you have real 
problems, make full use of 
the navigation system on 
board. 

• The scrim eggs are impos¬ 
sible to destroy. So don't 
bother. 

# If you come across any 



PCHAT BIG EIGHT: 


,ou noticed how • Amstra d ana u- 

^ven more controversies ThereVVll i be 
alone disc drive '*** Gu«atl) Anyhow, here 
,ot it wi« cost £2W 
month's entries 

Mark Rodgers 
Geoff East 
David Frayton 
Paul Danby 

a« e n I* 

tS Dean eight So, get those scores 

SJSS ^ant to Stand a Chance 


86,765 

79,560 

76.870 

67,340 

55,405 


jelly fly you can either run 
away or try to destroy them. 
Now, the jelly fly are pretty 
tuff and you will need lotsa 
energy. Here you can cheat a 
wee bit. Run to the nearest 
ETU and grab its energy. 
Then run back to the fly and 
blast it. It shouldn't worry 
the ETU much - it will issue 
a warning to you but will 
give you enough time to kill 
the fly and run back to it. 
Pump all your remaining 
energy back into the ETU. 

• Killing things isn't that 
easy. The trick is not to get 
too close - if you do, you will 
almost certainly hit it an 
loose a lot of energy. Try to 
judge it so that the scrim is 
just in front of the Micronaut 
and then blast until you des¬ 
troy it. 

• Webs are a real pain. 
When you approach one, 
have a quick look around to 
see if there are any flies 
floating about. If there aren't 
then retreat to a safe distan¬ 
ce, turn around and charge 
at full speed into the web. It 
it's a small one then you 
may just bash straight 
through it. 
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As a follow-up to 
month's 


last 


Sentinel 

a codes I printed I've had a 
letter from Mike Colclough 
_ and Jason Ankers in Matlock 
™ who reckon they're the first 
people to finish the Spec- 
H trum version of the game. I'd 
say they were certainly in 
with a chance. 

■ They've also sent in over 
300 landscape access codes 

_ and - although we don't 

■ have room to print them all - 
below you'll find a pretty 

^ juicy selection. Mike and 
Jason were well dis¬ 
appointed when they finally 
H got past the final landscape 
though - 9999. Instead of a 
_ really mega finale the game 
™ simply clocked back to the 
first landscape - 0000 - and 
g gave the access code for the 
landscape relevant to the 


number of energy units they 
had left. 

They still reckon it's a bril¬ 
liant game - worth a fort¬ 
night of early mornings any¬ 
way - but I'm inclined to 
agree with them that Fire¬ 
bird could have found room 
to at least print up the word 
I "Congratulations" or some- 



More help with 

Nemesis 


A Mark Baker has sent in some 
diagrams to help people 
who are in trouble on Levels 
■ 5 to 9. 



0194 

0197 

0210 

0221 

0303 

0328 

0363 

0378 

0400 

0502 

0624 

0641 

0647 

0673 

0687 

0706 

0732 

0739 

1255 

1333 

1373 

1401 

1579 

1695 

1918 

2042 

2313 

4516 

5012 

5648 

5706 

5990 

6165 

6392 

6611 

7090 

7125 

7218 


7644 

7683 

7716 

7900 

7928 

7953 

7987 

8010 

8046 

8080 

8809 

9000 

9174 


9996 

9999 


78417482 

69426589 

78847741 

15846269 

93217473 

89428752 

54995188 

61579772 

83754805 

79386674 

91590924 

97193428 

96598150 

69886157 

77137686 

18755735 

35547788 

49259870 

66775269 

38689994 

62103664 

75908157 

89884261 

81528696 

44478934 

64753837 

10666745 

86398525 

56969520 

69586647 

84807155 

17035248 

71758920 

72521467 

97528134 

68435588 

63955188 

78221896 
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I 7253 

21887706 


1 7290 

23747218 

1 * fa 1 

7623 

89954892 

w ALL u 


62374787 

53547318 

19379654 

45465484 

79449976 

59538296 

88868568 

91648217 

76457597 

98386456 

48127447 

03824407 

59594666 


thing. 


9200 

66253747 

Here's the codes. 

anyhow: 

9283 

9381 

47815966 

47694381 

LAND 

CODE 

9576 

86270870 

0110 

55877549 

9603 

55651676 

0126 

65280897 

9642 

85496286 

0138 

67341674 

9756 

71419398 

0157 

94197426 

9791 

78664305 

0170 

62430074 

9898 

22689479 

0186 

87946484 

9993 

72388451 


87546491 

05991278 


Is that it? Can I go back to 
the beach now chaps? 
Good. Off to do a bit more of 
the old tan. Make my feet 
worse. But it would look 
ridiculous if I wore socks. 


we want m u _ 

entirelX u * n h d ' if you're luck* h^T a " y ha ^ WhSL° r ma V»>e youTust !, and hi 9 h 

he Same size as 


SAVE 

MONEY!! 



G1 

1 -SC 1 

>1=1= 

CONVOY RAIDER 



Send Coupon to:Convoy Raider 
Smash Offer, Gremlin Graphics 
Mail Order Dept, Alpha House, 
Carver Street, Sheffield, along 
with a cheque/postal order for 
£6.49 made payable to Gremlin 
Graphics. Offers closes Septem¬ 
ber 30. 


o 


O 


GKS 


STIFFLIP & CO 


Send coupon to: Stifflip & Co 
Smash Offer, Palace Software, 
275 Pentonville Road, London 
N1 9NL, along with a cheque/ 
postal order for £7.99 made 
payable to Palace Software. 
Offer closes September 30. 
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You may get a nasty result 
without a Mitsubishi Disk Drive 


Using second-rate components can make your hardware bite back. 

Over the past three years we at Mitsubishi have sold over a million 
disk drives; a record that makes us very much number one in the market. 

But we don’t impress just on quantity. There’s quality too. 

Both our 3W and 5V4" floppy drives perform with the proven reliability 
that’s made us one of the world’s largest manufacturing companies. Within 
the units you’ll find high compliant heads that ensure less wear on the 
diskette. If the power is switched off or interrupted, our circuitry prevents 
data from being corrupted. The units themselves are tough and durable, so 
they’ll stand up to a lot of rough treatment and last longer. And because of 
their remarkably high precision, they enable far safer data interchange, 
even if the diskettes are worn or there’s interference from nearby monitors. 

So it’s hardly surprising that the list of companies using our disk drives 
reads like a who’s who of personal computer manufacturers. So don’t get a 
mega-bite, ask for Mitsubishi by name. 

Another example of Electronics from Mitsubishi. 

_♦ MITSUBISHI 

W*. DISK DRIVES 

Mitsubishi Electric UK Limited, Hertford Place, Maple Cross, Rickmansworth, Herts WD3 2BJ. Tel: (0923) 770000. Telex: 916756. FAX: (0923) 777368/777385 
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1 REM LIVING DAYLIGHTS poke 

2 REM by A.SINGH1987 

3 REM 

4 BORDER 0: PAPER 0: INK 7 

5 CLEAR 65535 

6 LET t=0: LET w=0 

10 FOR -f =63973 TO 64020 
15 READ a: POKE *,a 
20 LET t=t+w*a: LET w=w+l 
25 NEXT -F 

30 IF t<>119539 THEN PRINT "ERROR IN DATA": STOP 
35 PRINT AT 10 , 1 ;"START 'LIVING DAYLIGHTS' TAPE" 
40 DATA 221,33,215,253,17,124 
45 DATA 1,62,255,55,205,86,5 
50 DATA 48,241,49,0,0,33,0 


c 

^=§ 

55 

DATA 

250,34,112,254,195 

c* 

•- O 
c -C 

60 

DATA 

0,254,33,252,151,34 

"O 

c 

<D 00 
_C .-tz 

65 

DATA 

37,150,33,205,197 

o 

£ 

70 

DATA 

34,1,152,33,158,201 

1 1— 

, £ 
r 

g-tJ 

75 

DATA 

34,3,152,195,0,145 

' ^ 

O D 

-4— • — 

100 

RANDOMIZE USR 63973 


EXOLON 

A very very special Poke this — one of the most 
sophisticated jHQ's ever produced. Not just infinite lives 
but a whole Cheat Mode added to the game! Load the 
Poke in the usual way, ie Type in listing, Run it and then 
load Exolon game tape. Once it's loaded press C to 
activate cheat mode then: 


1 REM EXOLON cheat made poke 

2 REM A.Singh 87 

3 REM 

5 BORDER 0: PAPER 0: INK 7 

6 CLEAR 25999 
10 LET w=0: LET t=0 
15 FOR f=23311 TO 23417 
20 READ a: POKE f,a 
25 LET t=t+w*a: LET w=w+l 
30 NEXT -f 

35 IF t<>604704 THEN PRINT " 

40 PRINT AT 10 , 6 ;"START 'EXOLON' TAPE" 
45 LOAD ""CODE 
50 POKE 64531,125 
55 RANDOMIZE USR 64512 
60 POKE 65112,15 
65 RANDOMIZE USR 65082 
100 DATA 33,163,125,34,122,123 
105 DATA 62,201,50,34,125,235 
110 DATA 33,38,91,1,90,0,237 
115 DATA 176,195,96,109,229,245 
120 DATA 62,254,219,254,203,95 
125 DATA 40,2,24,67,62,247,219 
130 DATA 254,230,31,254,31,40 
135 DATA 246,203,71,40,14,203 
140 DATA 79,40,15,203,87,40,16 
145 DATA 203,95,40,17,24,39,33 
150 DATA 110,131,24,26,33,80 
155 DATA 146,24,21,33,29,157,24 
160 DATA 16,58,179,156,254,201 
165 DATA 62,192,40,2,62,201,50 
170 DATA 179,156,24,8,126,167 
175 DATA 62,61,40,1,175,119,241 
180 DATA 225,195,233,122 



MUTANTS 

Enter and Run the Poke. 


KEY ACTION 

'1' Infinite ammo 

'2' Infinite grenades 

'3' Infinite lives 

'4' Incincibility 

'5' Do nothing 

You can choose any 

combination of the above 

cheat options at the same 

time. The instructions work 

ERROR IN DATA": STOP 


in a toggle fashion ie If 
infinite lives is currently set 
to On and then you press 3 
again in cheat mode it will 
be switched off. 
Important note: Cheat 
mode will only work if you 
choose keyboard control 
mode ie not joystick. This is 
because of the fantastically 
complicated way in which 
the game is written... 


when instructed. When it 
Loads you'll have infinite 
lives. 


CHALLENGE 
OF THE 
GOBOTS 


1 REM MUTANTS POKE 

2 REM A.SINGH 1987 
'U 3 REM 

4 CLEAR 45000 

5 LET t= 0 : LET w =0 

10 FOR f=47872 TO 47971 
15 READ a: POKE 
20 LET t=t+a*w: LET w=w+l 
30 NEXT f W 1 

Ifr t< >565120 THEN PRTkjt «r- 
RROR IN DATA": STOP 

TS <™ « T "START 'MUTAN 

45 LOAD ""CODE 
50 RANDOMIZE USR 4787^ 

I 100 DATA 221,33,B2,187,6 6 19-. 

I! 

i i4 0 data 

170 DATA 183 , 1 ,96,31237 * 176^6'"' 

180 DATA 201,50,47,242 111& 

^90 DATA e 7, 1 86,33 74,187^7 - 

200 DATA 15,186,1,4,0,237 176 
210 DATA 195,220,185,62^195^ ’ 

*~^0 DATA 50,164,1 15 195 0 99 

230 DATA 249,228,16 

240 DATA 71,229,12,4.3:^’^ 

DATA 97,229,23,133.229'll ■ 


1 REM GOBOTS poke 

2 REM A.SINGH 87 

3 REM 

4 FOR -f =40192 TO 40448 

5 POKE -f , 158: NEXT -f 
10 LET w=0: LET t=0 

15 FOR f=40599 TO 40653 
20 READ a: POKE f,a 
25 LET t=t+w*a: LET w=w+l 
30 NEXT -f 

35 IF t<>205256 THEN PRINT "ERROR IN DATA": STOP 

36 PRINT AT 10,7;"START 'GOBOTS' TAPE" 

40 DATA 62,157,237,71,237,94 

50 DATA 201,229,213,197,245 
60 DATA 175,50,18,91,58,171 
70 DATA 91,254,195,32,IB,33 
80 DATA 197,158,17,171,91,1 
90 DATA 10,0,237,176,62,63 
100 DATA 237,71,237,86,243,241 
110 DATA 193,209,225,255,201 
120 DATA 33,0,50,34,129,200 
130 DATA 195,209,182 
200 RANDOMIZE USR 40599 
210 LOAD "" 


Enter and Run and Poke. 
Start the Gobots tape 
when instructed. When it 
Loads you'll have 
unlimited lives 


ALL POKES BY ADRIAN SINGH 
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TASWQBH j28 

TASWORD THREE 


TASWORD PLUS TWO 


Buy a Tasword for your Spectrum and get a word processing program that is: 

Easy to use. Just load the program and type in your text. If you do need help then it's there on the 
Tasword screen. 

Packed full of features. The new generation of Taswords seta new standard in word 
processing on the Spectrum computers. 

Designed for YOUR computer. There is a Tasword for each Spectrum computer. 
Each Tasword is designed to make the best use of the keyboard and memory on 
your Spectrum. 



Tascopy 

THE SCREEN COPIER 


JXSPFCTRIU 

Tasword Two 

_ THE WORD PROCESSOR _ 

TASWORD TWO for the ZX 48K Spectrum 
cass ette £13,90 microdrive cartridge £15,40 

" Without doubt the best utility I have reviewed for 

the Spectrum" 

HOME COMPUTING WEEKLY APRIL 1984 
" if you have been looking fora word processor, then 
look no further" CRASH JUNE 1984 

With 64 characters per line on the screen and a host 
of useful features TASWORD TWO is the ideal 
cassette based word processing package for the 
Spectru m owner ___ 

Taspmnt 

THE STYLE WRITER 


TASPRINT for the ZX 48K Spectrum 
cassette £ 9.90 microdrive cartridge £11.40 


'our 
We 


A must for dot matrix printer owners! Print v 
program output and listings in a choice of fiv 
impressive print styles. TASPRINT utilises the 
graphics capabilities of dot matrix printers to form, 
with a double pass of the printhead, output in a range 
of five fonts varying from the futuristic Data-Run to 
the hand writing simulation of Palace Script. A 
TASPRINT gives your output originality and style! *_ 
The TASPRINT fonts are shown to the right together 
with a list of compatible printers. 


TASCOPY for the ZX Spectrum with Interface 1 

cassette £9.90 microdrive cartridge £11.40 


The Spectrum TASCOPY is for use with the RS232 

output on ZX Interface 1. It produces both 
monochrome (in a choice of two sizes) and large 
copies in which the different screen colours are 
printed as different shades. With TASCOPY you can 
keep a permanent and impressive record of your 
screen pictures and diagrams. A list of printers 
supported by TASCOPY is given to the left. 

Tas-Diary 

_ THE ELECTRONIC DIARY _ 

TAS-DIARY for the ZX 48K Spectrum and 

microdrives. Ca ssette £9.90 _ 

Keep an electronic day-to-day diary on microdrive! 
TAS-DIARY includes a clock, calendar, and a separate 
screen display for every day of the year. Invaluable 
for reminders, appointments, and for keeping a 
record of your day. The data for each month is stored 
as a separate microdrive file so that your data fora 
year is only constrained by the microdrive capacity. 
TAS-DIARY will work for this year, next year, and 
every year up to 2100! Supplied on cassette for 
a u toma tic tra nsfer to microdri ve. 


Tasman Printer 

INTERFACE 


TASPRINT PRINTER INTERFACE for the 

ZX Spectrum £29.90 
RS232 Cable forZX Interface 1 £14-50 

Plug into your Spectrum and drive any printer fitted 

with the Centronics standard parallelinterface. 
Supplied complete with ribbon cable and driving 
software. The user changeable interface software 
makes it easy to send control codes to your printer 
using the method so successfully pioneered with 
TASWORD TWO. The cassette contains fast 
machine code high resolution full width SCREEN 
COPY SOFTWARE for Epson, Mannesmann Tally, 
Shinwa, Star, Tandy Colour Graphic (in colour!) 
printers. TASCOPY shaded screen copy software for 
this interface (value £9.90) is INCLUDED in this 
package. _ 

The TASCOPIES and TASPRINTS drive all Epson 

compatible eight pin dot-matrix printers eg. 

BROTHERM1009 

AMSTRADDMP2000 NECPC8023B-N BROTHER HR5 

EPSONFX-80 MANNESMANN TALL YMT-80 SHINWACP-80 

EPSONRX-80 STARDMP501/515/5610 DATACPANTHER 

EPSON MX-80TYPE III COSMQS-80 _ DATACPANTHER II 

C0I1PACTA - bold and heavy, 90 od for eiphasis 

Ofllfl-ftULI - R fiiTURiSTIC SCKIPi 
LECTURH LIGHT - clean and pleasing to read 
flEDlRM “ a serious business-like script 
P'HlifL- - a dl-ot.Uurt.i-t'd -tarit 

TASPRINT output shown at less than half-size. 
































































THE TASWORD WORD PROCESSORS:— 


TASWORD THREE— for the ZX48KSpectrum - Microdrive £16.50 
TASWORD 128- for the ZX Spectrum 128-Cassette £ 13.90 
TASWORD PLUS TWO - for the ZX Spectrum +2- Cassette £13.90 


Taswide 

THE SCREEN STRETCHER 

TASWIDE for the ZX 48K Spectrum 
cassette £5. SO 

With this machine code utility you can write your 
own Basic programs that will, with normal PRINT 
statements, print onto the screen in the compact 
lettering used by TASWORD TWO. With TASWIDE 
you can double the in forma tion sho wn on the screen! 

TASWORD THREE 

FOR OPUS DISCOVERY 

A special version of TASWORD THREE for the 
Opus Discovery disc drive. Disc £19.50 


ZX Spfctrim I2fl 

TASWORD 128 

THE WORD PROCESSOR 
TASWORD 128 for the ZX Spectrum 128 
_ cassette £13.90 _ 

TASWORD 128 has been especially developed to 
use the additional memory of the 128K Spectrum. 
This gives text files that are over 60K long - this is 
about ten thousand words! TASWORD 128 has all 
the features of TASWORD THREE (mail merge only 
when transferred to microdrive). TASWORD 128 is 
supplied on, and will run on, cassette. TASWORD 
128 is also readily transferred to microdrive by 
following instructions supplied with the program. 


SimmulQL 

QL is a trademark of Sinclair Research I td 

TascopyQL 

THE SCREEN COPIER 

TASCOPY QL for the Sinclair QL 
microdrive cartridge £ 12.90 

TASCOPY QL adds new commands to QL 
Superbasic Execute these commands to print a 
shaded copy of the screen Print the entire screen or 
just a specified window TASCOPY QL also produces 
large "poster size " screen copies on more than one 
sheet of paper which can be cut and joined to make 
the poster. _ 

TasprintQL 

THE STYLE WRITER 


Available from good stockists and direct from: 



TASPRINT QL for the Sinclair QL 
microdrive cartridge £19.95 

TASPRINT QL includes a screen editor used to 
modify files created by other programs, such as 
QUILL, or by the user from Basic These modified files 
include TASPRINT control characters and may be 
printed, using TASPRINT, in one or more of the 
unique TASPRINT fonts 


Springfield House , Hyde Terrace , Leeds LS2 9LN. Tel: (0532) 438301 


j / enclose a cheque/PO made payable to TASMAN Software Ltd OR charge my ACCESS/VISA number 

ITEM 

j A IAMF 

PRICE 

£ 


! Annor cc 

£ 



£ 


Outside Europe add £ 1 50 per item airmail 

£ 


Telephone Access/Visa orders Leeds (0532) 438301 

1 Please send me a FREE Tasman brochure describing your products for Spectrum QL /VISX- Amstrad - Commodore 64 - 

TOTAL £ 

Tatung Einstein _ 

SU 


n CERIMNyMKoH^Sul^'u^SUW^D^XX)Osnabruck BELQ£M[ZyComputZg,A\ftnueGuillaumeLettverJO f IGOBrussels PORTUGAilnfomova CampoGnndt284A WOOUibon AUSTRALIA Mphm Compute* 99RnerveRoad Artarmon New South Warn 2064 NFW2EALANDSoftware Sjw*s =K) 8o- 
865, Christchurch U S A Ramex International, 1762026Mile Road Washington Ml 48094 
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STAR RAIDERS IMI 


COMPETITION 


MX 
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WINNERS 


A copy of Star Raiders li 
to the first prize winner. 
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Chris Beckett, Maidstone, Kent, 
ME 15 6TR. 

"And beam him down 
to Activision at the 
next opportunity. I also 
suggest that we tele¬ 
port a copy of Star 
Raiders II to each of the 
following. . . 


20 Runners up each receive a 
copy of the game. . . 

Stephen Quinn, Sutton in 
Ashfield, Notts, Gary Bond, Car- 
rickfergus, Co Antrim, F. Driver, 
Hull, Paul Rudman, Nettleham, 
Lincoln, T. McHarg, Earlsdon, 
Coventry, Stuart Smith, Machen, 
Gwent, Chris Heray, Erdington, 
Birmingham, C. Cevdet, Ilford, 
Essex, P. Wynn, Clophill, Beds, 
Andrew Males, Stevenage, 
Herts, Marc Jacobs, Bethune 
Road, London N16, Timothy Wil¬ 
son, Mirfield, West Yorkshire, 
T.F. Witt, Galhampton, Nr 
Yeovill, Somerset, Alan Wills, 
Helensburgh, L. Smith, Hull, 
Gerard W. Burton, Glossop, Der¬ 
byshire, L.E. Young, Rainham, 
Essex, Chris Thomas, Canning- 
ton, Somerset, Mark West, Can¬ 
terbury, Kent, Brian Dawber, 
Skegness, Lines. 

"And a Star Raiders II 


poster to each of 
these.. . 

James Merrifield, Devizes, Wilt¬ 
shire, Pieter Kuypers, Heteren, 
The Netherlands, Peter Chess¬ 
man, South Wonston, Winches¬ 
ter, Matthew Garrahan, 
Washington, Tyne and Wear, M. 
Scott, Preston, Lancs, Ross Malti- 
day, Stotsdold, Herts, M. Usher, 
Woodland Drive, Offerton, 
Stockport, S.S. Evans, Selly Oak, 
Birmingham, Jonathan Phillips, 
Hamebely Mill, Tyne and Wear, 
Adrian Cavendish, Groby, 
Leicester, Anthony Woode, 
Brighton, E. Sussex, Barry Clark, 
Potters Bar, Herts, Nicholas 
Henstock, Thorpe Hesley, 
Rotherham, S. Yorks, Michael 
Smith, Waley, Nr Sheffield, J.J. 
Marston, Ferndown, Wimborne, 
Dorset, Vail Harriston, 
Heywood, Lancs, Jon Rose, 
Netimber, Bognor Regis, West 
Sussex, Marcello Bortdino, Stoke 
Newington, London, Stephen 
Dyer, Matchbrough West, Red- 
ditch, Worcs, Gerald Francis, 
Ashton-u-Lyne, Manchester, 
Michael Diaper, Salisbury, Wilts, 
Paul Tracy, Highbridge, Some¬ 
rset, Dean Farley, Bexley, Kent, 
B. Elias, Llanishen, Cardiff, Sean 
Mellor, Woodhouse, Sheffield, R. 


MX 

MX 


i 


Blake, Rayleigh, Essex, Paul Ful- 
ford, Woodley, Reading, Berks, 
Stephen Tomlinson, Fleetwood, 
Lancs, Brian Brooks, St 
Marychurch, Torquay, Devon, 
James Finch, Sawbridgeworth, 
Herts, Michael O Shea, Turn 
Pike, Pontypool, Gwent, J.K. 
Moser, Edgware, Middx, Vin¬ 
cent Baxter, Oban, Argyll, David 
Wells, Exhall, Coventry, West 
Midlands, Gorden Davidson, 
Lenzie, Glasgow, Brett Hurman, 
Dronfield, John O'Regan, 
Bishopstown, Cork, Ireland, 
Alaster Cushion, Bodmin, Corn¬ 
wall, Paul Toomey, Hernchurch, 
Essex, Suzi Yann, Dudley, West 
Midlands, James Blackwell, 
Bath, Avon, Matthew Smith, 
Kings Lynn, Norfolk, Jamie Wal¬ 
lace, Tunbridge Wells, Kent, Dar¬ 
ren Sturgess, Burpham, Guild¬ 
ford, Surrey, Robert Mass, 
Cirencenster, Glos, R. Bullivant, 
BFPO 22, Isacc Paine, Bordeaux 
Vale, Guernsey, C.l. Andrew 
Bond, Bulwell, Notts, Paul Jenk¬ 
ins, Heath, Cardiff, Wales, Stuart 
Arc aer, Aviemore, Inverness, 
Scotland, Chay Lawrence, Hol- 
beach, Spalding, Lines, T.E. 
Cheese, Loardshill, South¬ 
ampton, Gareth Davies, Llan- 
deilo, Dyfed, Craig Jones, Kid¬ 
derminster, Trevor McCullogh, 
Newtownards, Co Down, N Ire¬ 
land, R. White, Edenthorpe, 
Doncaster, S. Yorks, Steven 
Wells, Kettering, Northants, 
John Fernley, Potterne, Wilt¬ 
shire, Derek McDonald, 
Mayfield, Cork, Ireland, Colin 
Blakeley, Bolton, Lancashire, 
Steve Mitchell, Nettleham Park, 
Lincoln, Justin Hayward, Stug- 
gington, Hants, Lasse Eldaup, 
2650 Huidover, Denmark, D.R. 
Overy, Winchester, Hants, Mark 
Warner, Hengrove, Bristol, Ryan 
Lavelle, Edington, Bridgewater, 
Somerset, B.J. Carter, Bethnal 
Green, London E2, Shaun Hill, 
Faversham, Kent, R. Stead, Wal¬ 
ton, Wakefield, West Yorks, Neil 
Ashmore, Furness Vale, Nr 
Stockport, Cheshire, Simon Lew- 
nox, Castedawson, Co London¬ 
derry, N Ireland, P.R. Clocas, 
Formby, Merseyside, John Wil¬ 
liams, Middlewich, Cheshire, CC 
Stone, Malvern Works, T. Wor- 
rall, Preston, Lancs, Mark Lain, 
Glastonbury, Somerset, Paul 
Birthwistle, Nonton, Manches¬ 
ter, Simon Toung, Darlington, 
Co Durham, Neil Gunn, Edin¬ 
burgh, Robert Scott, Exeter, De¬ 
von, Gauin Hill, Finningly, Don¬ 
caster, Mark Johnson, Irchester, 
Northamptonshire, Colm 

Andrew, Broadbottom, Nr 
Hyde, Cheshire, Lloyd Wood, 
Peterbroough, Cambs, J.D. Dog- 
gett. Potters Bar, Herts, F. Steel, 
Elm Park, Essex, James Hastle, 
Dundee, Martin Clayton, Bram- 


ley, Leeds, A. Hulmes, Timperley, 
Cheshire, Jonathan Ridenalgh, 
Markfield, Leics, Anthony John¬ 
son, Willesden Green, London 
NW2, Robin Sivyer, East Grin- 
stead, West Sussex, Alan Dexter, 
South Anston, Nr Sheffield, S. 
Yorks, Richard Kalton, Hazelgro- 
ve, Cheshire, Tommy Hyde, Fin¬ 
chley, London N3, K. Dhaliwal, 
Hayes, Middlesex, Anil Nayar, 
Glasgow G13, C. Ridge, Davy- 
hulme, Lancs, Einar Sjurso, 
Sofiemyr, Norway, James Saun¬ 
ders, Burgess Hill, Sussex, 
Andrew Biswell, Chessington, 
Surrey, Scott Harden, Southway, 
Plymouth, Devon, D. Cockayne, 
Brownhills, Walsall, West Mid¬ 
lands, A.R. Campbell, Aylesbury, 
Bucks, P. Lowe, Hindley Wigan, 
Lancs, Damon Fielding, Maiden¬ 
head, Dwen Henry, Dunstable, 
Beds, Michael Critchlow, North¬ 
ampton, Robert Straw, Casteli, 
Guernsey, Cl, Robert Munnerley, 
Halewood, Liverpool, R.G. Am- 
stronge, Stuarbridge, West Mi- 
lands, Mark Holt, Trowbridge, 
Wilts, Andrew Slater, Mill Hill, 
Blackburn, Lancs, Mark Fossey, 
Palmers Green, London, PJ. 
Fradley, Yeovil, Somerset, G. 
McDougall, Hall Green, Birming¬ 
ham, Andrew Dungey, Penryn, 
Cornwall, Richard Wood, Ennis- 
tymon, Co Clane, Ireland, R.M. 
Frignd, Newhaven, Sussex, Carl 
Smith, Kingsnorton, Birming¬ 


ham, Chris Bebbington, Helsby, 
Warrington, Cheshire, RJ. Mer- 
ricks. West Hythe, Hythe, Kent, 
Maria Ward, Stone, Nr Dartford, 
Mark McGoven, Barrhead, Glas¬ 
gow, Brett Hurman, Dronfield, 
London SI 8, Christopher 
Hawks, Langstone, Havant, 
Hants, Fergus Currie, Pensax, Nr 
Abberley, worcs, Benjamin 
Wells, enderby, Leics, Paul Weir, 
Child Wall, Liverpool, Roger 
White, Brixton, London SW9, 
Alan Cope, Kidsgrove, Stoke-on- 
Trent, Jason roberts, Hailsham, T 
Crampin, Sedbergh, Cumbria, 
Denzil Fernades, Gainsboro, Lin¬ 
colnshire, Catherine Welsh, Glas¬ 
gow, G14, Mark Graham, Hex¬ 
ham, Northumberland, Andrew 
Van De Burgt, Stoke Gifford, 
Bristol, J. Latch Ford, Old Col- 
ywyn, Clywd, D Lawrence, 
Orrell, Nr Wigan, Lancs, Mark 
Stocksley, Gentby, N Yorks, 
Pryzygock, Allrslry Dark, Coven¬ 
try, Middlands, Nicholas Slator, 
Newcastle, Staffs, Kieron Butch¬ 
er, Wellingborough, Northants, 
Gregory Quinn, Portadown, Co 
Armagh, N Ireland, C Macmas- 
ter, Oadby, Leics, David Cover- 
ley, Marsk-by-Sea, Redcar, Cle¬ 
veland, G Filurcell, Winchester, 
Hants, J. Shields, Sunderland, 
Tyne-and-Wear, Jarid Kavin, 
Royston, Herts* 
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F orget Slap Fight, forget 
Terra Cresta, forget every 
top to bottom screen 
scrolling blast 'em up you ever 
saw. 

Moon Strike - despite its 
unspeakably boring name - is 
the best. Not only is it 
smoother, more challenging, 
more highly detailed and 
generally slicker, it's funnier. 

The game would be dull were 
it not for the excellence of the 


FACTS BOX 


Moon Strike is very un- 

original - that's a minus. 
But in every other way 
it's great. Looks fantastic 
} ays as good as it looks 


MOON STRIKE 

Label: Mirrorsoft 
Author: Binary 

Innovations 
Price: £7.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 


★ ★ ★ ★☆ 


a 


programming and the wryness 
of some of the humour. Things 
begin well with the loading 
screen, more of a movie 
actually. Some sort of awesome 
programming technique has 
been used to enable the game 
to be loaded whilst the screen 
tells you - with words and 
moving pictures - the plot of 
the game. The effect is not 
unlike the graphic bits in 
Hitchhikers Guide to the Galaxy 
and it's jolly good fun. 

The plot? Forget it - just 
assume mad professors and 
saving the world an' stuff and 
that you have carte blanche to 
total everything. That's all that 
matters. 

Unlike Slap Fight, Moon 
Strike isn't too serious about 
itself. Some of the shapes you 
need to destroy are of the 
conventional alien sort, 
bubbles, saucers and the rest. 
On the other hand there are 
some decidedly bizarre 
obstacles in your path, the 
product of an imagination 
possibly even more deranged 
that Matthew Smith's. Watch 
out for the dentures, note also 
the light bulbs which float 
down-screen at you (the way 
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HINTS AND TIPS 

• The round bullets that hurtle 
around the screen are not 
necessarily fatal - the 
extremities of your ship (that's 
wing tips to you) may safely 
pass over them 

• It is possible - vital actually - 
to blast the large ground based 

RIKE 

the underlying landscape is 
distorted through the glass is 
amazing), and finally you see 
the Mona Lisa. Yep old Mona 
herself can be bombed into 
oblivion. 

Now all this wacky stuff could 
backfire were it not for the fact 
that the graphics are superb, 
not only is the movement 
smooth but the objects are 
large and detailed. More even 
than that, somebody in the 
development team can draw 
and draw well. It makes all the 
difference. 

There are other good things 
about Moon Strike. I found it £ 


REVIEW 


pod that spills out bombs but it 
needs careful timing - 

• Wait for it to explode and the 
second your gunsight is over 
the middle release a bomb and 
hurtle off to the right 

• The Mona Lisa - blow up her 
nose to take her head off. 


©1*181 


•‘S 



PROGRAMMERS 

DANNY NEVILLE and JONOTHAN 
NEVILLE make up a new program¬ 
ming team called Bianry Innova¬ 
tions. Both are based in New 
Zealand and neither has ever had 
a program released commercially 
before. Moon Strike is their first 
effort! 


great relief to have a game 
which, although being 
fiendishly difficult doesn't 
shove you back to the 
beginning again if you fail. 

Moon Strike has only one 
failing - it isn't an original 
overall concept. Actually it's a 
stunningly unoriginal one. 

In every other respect, 
though, it's a winner - brilliant 
graphics, smooth scrolling 
animation and challenging 
gameplayB 


has always rated software out 
of rive. Five was great and One was 
awful. It served us well enough but 
just recently we've been getting 
games that fall between the cracks 
In our star rating. We figured there 
ought to be a bit more flexibility so 
guess what? 

From now on our star ratings will 
be out of ten. This means that a 
classic now automatically gets ten 
stars and one star is just as much of a 
dodo as before if not more so. 


WARE 


STAR 

RATINGS 



★ 

★ 

★ 

Poor and/or massively overpriced 

★ ★ 

★ 

Dull and uninteresting, if not actually awful 

iTk 
★ ★ 

Fairly average. Nothing to get excited about 

★ ★★ 

OK but nothing special 

★ ★★ 

★ ★★ 

Not bad, some good points. See before you 
buy 

★ ★★★ 

★ ★★ 

Pretty good. We were quite impressed. 

Worth a look 

★ ★★★ 

★ ★★★ 

Good stuff. Well worth the money 

★ ★★★★ 

★ ★★★ 

Very good indeed. A must buy 

★ ★★★★ 
★ ★★★★ 

Brilliant. Must buy at ali costs 


REVIEW 


REVIEW 


Classic 


The best program of its type we've seen to 
date 
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PROGRAMMERS 

SEAN HOLLINGWORTH and 
PETER HARRAP have worked ex 
clusively for Gremlin Graphics 
over a number of years. Together 
they have written Avenger, Bound¬ 
er, Future Knight, Jack tne Nipper, 
Monty on the Run, Trailblazer, 
Way of the Tiger, Krackout, Auf 
Wiedersehen Monty and Thing 
Bounces Back. Separately, Sean 
wrote Percy the Potty Pigeon and 
Grumpy Gumphrey- Super Sleuth 
Peter has produced Wanted - 
Monty Mole and Sam Stoat - Safe 
Breaker 


C harles Bronson - 
moustachioed man, 
advanced tactical street- 
cleaner, and man with the 
largest bazooka in the Western 
hemisphere - has finally been 
given his very own game. 

Death Wish III, based on the 
film (or excused on the basis 
that there is a film called Death 
Wish III and why not make a 
game out of it), it involves the 
man, the bazooka and five 
down-town riots to be quelled. 

And the way to quell those 
riots is to get in there and pulp 
those bad guys. Because Death 
Wish III is, well, it's rather 
violent really. 


What we have here, 
essentially, is a left-right 
horizontal flip-screen affair. We 
begin with Charlie, the 
moustache, and a bullet proof 
vest, armed to the teeth - with a 
pump-action shotgun, or some 
other such frippery - 
surrounded by villains of a very 
ugly nature. And all Charlie has 
to do istakeoutthe villains. 

To do this, Charlie has a 
choice of four weapons, each 
with varied strengths of 
ammunition, but all with the 
capability of reducing your 
average punk, passer-by or 
pedestrian to dead meat. All 
weapons have limited 
ammunition, so it's handy 
indeed that there are the odd 
rifle, bazooka and shot-gun 
lying around the deserted 
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First of all though, he has to 
locate that weapon. Thankfully, 
that's not too hard a task, since 
the bottom half of the screen is 
taken up with a compass, a 
map, and a panel indicating the 
type of weapon you are 
currently holding and how 
many shots you have left. The 
compass shows the four 
cardinal points - North, South, 
East and West - and the 
appropriate point will flash 
according to which way you are 
facing. The map shows your 
position in the area in general 
by a small floating blob and 
extra weapons are indicated by 
pulling back, or pushing up the 

'■ T 
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facts box 

violent] 

with occasional touches 
of humour. Not enough 
gamep/ay variety to hold 
interest, though 


death wishTT 

Label: Gremlin 
Author: in-house 
Price: £7.95 
Joystick: various 
Memory: 48K/128K 
enhanced 


Reviewer: -tTfafasq 




HINTS AND TIPS 

• Kill anyone with a club, 
anyone with a DA, anyone who 
looks mean, nasty, hairy or just 
plain anti social 

• Don't kill anyone with a 
handbag, anyone who stops 
and waves their skirt in your 
direction (is this sexist, or 
what?), anyone who looks 
remotely like a policeman, 
anyone who is a policeman, or 
anyone who drags dead bodies 
off the screen 

• Fire through windows 
whenever you can, you get 
more points and you get a nifty 
gun sight to play with for a bit 

• Shoot tables, television sets 
and wooden chairs: doesn't 
score you any points, but it's fun 
•Keep your eyes on the map 
for new weapons. If you always 


iMsmwi 


joystick to change his direction, 
and carrying on around the 
block (as our American cousins 
would no doubt put it). 

Eventually you'll find a door 
to the building you're passing. 


Enter it by pressing Return. 
Once inside you can search 
around until you reach your 
new gun and then carry on with 
the important business of 
knocking off the thugs. 
Incidentally for extra points 
thugs can be knocked off from 
inside the buildings by firing 
through the windows. Also to 
be knocked off, or just blown 
up, are tables, chairs and the 
odd TV set, none of which give 
you any sort of points score 
whatsoever, but provide a few 


SBL? 
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seconds of light entertainment. 

Not that Death Wish III needs 
moments of light 
entertainment. It has plenty of 
excitement in its own right. The 
baddies come along thick and 
fast, and the multiple weapons 
each produce differing effects. 
An ordinary pistol just knocks 
the guys over and leaves them 
in a heap on the floor. Your 
actual bazooka reduces them to 
something unrecognisable. 

Very gratifying. 

There are also diversions: 
hookers, who try to tempt 
Charlie into things Jeffrey 
Archer never did, old grannies 
who get mugged and then fight 
back viciously using handbags 
and feet in a shocking display of 
violence against the younger 
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head in the direction of the next 
gun, you can take out the 
rioters on the way 

• Find those gang leaders. 
Once you've bumped off the 
gang Readers, the riot will stop 

• Watch the computer print¬ 
out on the left-hand side of the 
screen. It'll tell you where the 
riots are breaking out 


members of the community. 
Medics run across the screen, 
defying bullets to drag the 
wounded off to recover in 
hospital. 

Then there are policemen. 
The cops are there to help, but 
the odd one tends to get into 
the line of fire, and when such a 
thing happens, and a cop gets 
wasted, then you're in trouble. 
Police being the vengeful 
creatures that they are, you may 
well find that there's an extra 
gang chasing you, and this 
time, they're in uniform. 

There's no denying that 
Death Wish III is a nicely put 
together game, it looks good, 
and the 128 version features 
some really Death Wish music 
(courtesy of Ben Dalgleish) but 
the gameplay is actually rather 
standard stuff. 

And it is mind-bogglingly 
violent - and you maybe think 
that's a problem. Or not. Whilst 
reducing people to lumps of 
meat seems great fun to begin 
with but after a while, it's just 
more of the same. Which 
psychologists will no doubt 
reckon is a bad thinq. 

Whilst the map was an 
impressive idea, I found it hard 
to work out which way to turn, 
and lingering over a decision of 
that kind tended to leave me 
badly battered, since the thugs 
don't wait for you to move 
before they get in there and kick 
the hell out of you. It's also 
difficult at times to tell your 
character from the mob that 
surrounds you, so escape is 
quite difficult. 

I've no doubts that Death 
Wish III will sell like the 
proverbial hot cakes because it 
promises lots of violence, but 
i'm not sure that that is going to 
prove as absorbing as Gremlin 
seem to think. And the game, 
ultimately, is neither state-of- 
the-art nor hugely original* 
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I f you had to describe yourself what would you say? 
Are you: 

# Extremely violent? 

# A hardened games player? 

# A regular reader of Sinclair User? 

# An expert at shoot-outs? 

# Armed with a good eye for a bargain? 

If you can truthfully answer yes to all of the 
questions above, this is the special offer for you. 

Sidewize is the hottest arcade game on the 
Spectrum for ages. A manic cross between Exoion, 
Moon Cresta and Jet-Pac with the smoothest scrolling 
graphics around. It’s an all-out blast with multi-level^ 
aliens and weapons and enormous monsters to blj " 
away. 



{wS’S'IDEIilIZE 


P hew. Imagine a world without mirrors. 
Wouldn’t it be terrible? You’d have no 
way of ensuring that you’d got that last 
blob of shaving foam from behind your ears, or 
your mousse had made you look quite as 
attractive as the ad had promised. And more 
importantly. Virgin wouldn’t have come up 
with Rebel , its totally wonderful new strategy/ 
arcade/tank game reviewed on page 56 this 
month. And without mirrors, we couldn’t offer 
you this totally brilliantly amazingly astound- 
ingly incredible once-in-a-lifetime offer. Lord 
knows, “It’s all done with mirrors, mate!” is 
what everyone says in a tone of astonished 
admiration when you ask them the question: 
“How on earth does come up with its 

unbelievable money off coupons, then?” 

Quite. We’re all very much into mirrors here 
at QQ. In the Hall, the Bathroom, the Kitchen, 
the Bedroom and especially in games. That’s 
why Rebel appeals to us so much. It’s all about 
bouncing laser beams off a series of mirrors in 
order to escape an enemy maze. 

And being such fans of the game, we 
thought it only fair to offer you the chance of 
picking it up for a mere £7.95, that’s £2 less 
than the rrp. 

An offer too good to miss. Reflect upon it. 






And because E3 is the roughest, toughest no- 
nonsense games magazine in the world, Firebird has 
given us the exclusive rights to a rather splendid deal. 

Simply by cutting the coupon, as we’re sure you’ve 
done so many times in the past, and sending it off to 
the address shown here, you can claim your copy of 
Sidewize for a totally loopy price of £6.95 - a full £1 
less than any of the other poor suckers who don’t read 
PT1 will have to pay for it. Ha. 
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SIDEWIZE 


Send coupon to: Sidewize Smash 
Offer, Telecom Mail Order, PO 
Box 394, London N8, along with 
a cheque/postal order made 
payable to British Telecom PLC 
for £6.95. Offer closes Septem¬ 
ber 30. 




Send coupon to: Rebel Smash 
Offer, Virgin Games, 2/4 Porto- 
bello Road, London Wll 2DX, 
along with a cheque/postal 
order for £7.95. Offer closes 
September 30. 
























































ADVENTURE 


REVIEW 


S tifflip & Co from Palace is 
set just after the First 
World War, at a time 
when the Empire was still 
strong, when men were men 
and sheep were frightened, 
when cricket was the only sport 
worth mentioning, and Nanny's 
word was law. 

All should be peace and 
harmony, but there are those 
who wish to change the order of 
things, even to the point of 
altering the balance of a cricket 
ball. Yes, Count Cameleon, 
Master of Disguise, has 
perfected his Rubbertronic Ray, 
and is out to destroy the natural 
order of things and undermine 
the establishment. And it's up 
to you to stop him. 

The game features four 
characters, anyone of whom 
may be played by you at any 
point. Viscount Sebastian 
Stifflip is the hero, surrounded 
by his trusty companions, 
Palmyra Primbottom, Professor 


Braindeath and Colonel R G 
Bargie .. . Each character is 
equipped with different objects 
and has different abilities. 
Palmyra's not too hot when it 
comes to fighting, so if she gets 
involved in a bit of a tussle, the 
best thing to do is swop over 
and let Stifflip take over. 

Stifflip, the game, is a multi¬ 
load affair, but you only get on 
to the second load if you 
succeed in getting all four 


characters to the end of the first. 
The 48K version has no sound, 
but the 128K has some 
wonderfully bizarre effects like 
monkeys chattering in the 
background. 

It's more of an adventure than 
anything else, and is played 
using the icons to represent the 
usual adventure game 
commands. The screen is 
divided roughly into thirds. In 
the middle are two small 


pictures, one showing where 
you are, one showing where 
you've just been. As you move, 
the pictures peel off, like pages 


facts box 


entertaining adventure I 
Same, well worth a look 
The many in-jokes could 
g et_ a bit tediou s though 


SATCOM 


the final three digits. 

The screen layout is very, urn, 

‘ orderly, bearing very few frills. 
You flidt thM^ the icons.. 
using the space-bar and select 
them with tm Enter key. Some: 
of the frills which have been 
included tend to become a little 
irritating after the first few 
games. The way in which the 
screen draws itself up, for 
example, is fairly interesting the 
'-^^j#you : :S!ee^if, Though if 
you have returned to the menu 
as a result of a silly mis-diai, it’s 
a trifle annoying. 

Nevertheless it’s an excellent 
budget ga hie with surprising 
depth, it shout!:,keep even the 


fora day orthreeB 


■ ateom is a really rather 
neat adventure 
simulating hacking into 
various government and 
defence establishment 
computer systems. 

Someone has taken control of 
a laser-armed satellite and is 
using it to wipe out other 
satellites and to stop them 
you've got to 'hack' into the 
computer controlling the 
satellite and start its self- 
destruct mechanism. 

All you: are armed with in the 
beginning is a computerised 
communications set-up and a 
single phone number of Global 
Atmospherics UK, a company 


involved. 

drawing a blank in their 
investigations of the company 
and now it's up to you. 

The process of cracking the 
codes is very interesting. 

.: Having convicted with your 
target computer, you can hang 
up the phone and stick the 
squeaks and whistles through 
your analyser which, for 
reasons that are not exactly 
crystal clear, is then able to hint 
at the computer's access codes. 
These hints take the form of the 
first three digits of the code 
followed by some considerably 
more vague information about 


FACTS BOX 


Budget attempt at myste¬ 
rious complexity. Fairly 
difficult, and involving a 
bit of thinking here and 
there. Wo rth two quid 


SATCOM 
Label: Atlantis 
Author: in-house 
Price: £1.99 
Memory: 48K/128K 
Joystick: various 


Reviewer: 


★ ★ ★ ★☆ 




STIFFLIP & CO 

Label: Palace 
Author: Binary Vision 
Price: £9.99 
Joystick: various 
Memory: 48K/128K 


Reviewer: 
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of a book turning over, the top 
picture disappears, the bottom 
picture moves into the top slot 
and a new picture appears at 
the bottom. The right hand side 
of the screen shows the 
command icons, using daft 
terms eg Chinwag means talk to 
or trade with. Fisticuffs means 
fight, Beetle off means move 
somewhere else. On the left 
side are three characters not 
currently playing. 

This is no ordinary adventure. 
It's an extremely clever, 
thoroughly outrageous and 
very sophisticated mickey take 
of the terribly-British way of life 
at the beginning of the century. 

And that could well be where 
it will fall apart. If you've seen 
old films from that era, and 
know the banter you're going to 
find Stifflip very funny. If, on the 
other hand, you aren't in the 
slightest bit interested in that 
sort of 'jolly jape' satire then 
you might be 


/impressed by the 
I graphics (which are marvellous) 

[ and puzzled by the problems ] 
themselves. And you'll soon 
probably get tired with the 
rather childish in-jokes which 
run through the game. 

I can see how the game could 
get you like that. However, I 
found it all great entertainment. 
It's terrific visually, the puzzles j 
were hard, but not so hard that 
it's impossible to get anywhere, 
and Fisticuffs mode proved to 
be a real laugh. It works like | 
this. Every time one of Count | 
Chameleon's henchmen 
appears on screen, they will 
pick a fight. Enter Fisticuffs 
mode. You then have a choice 
of left or right punches, white 
feather (running away) or 
hitting below the belt (which is 
very effective) if unsporting. 

You select the punch you want, 
wind up the rotating arm in the 
middle of the screen to build up 
strength, and aim your punch 
by positioning a crosshair in the 
centre of the moving target at 
the bottom left-hand side of the 
screen. Press Fire and your 
punch will be thrown. 

Stifflip has got to be worth a 
look, even if you're not 
normally a fan of adventures. 
It's beautifully drawn and great 
fun to play, but watch out for 
appalling jokes! 


ORIENTAL HERO 

ARCADE Label: Firebird Author: Tron Price: £1.99 Memory: 48K/128K 
Joystick: various Reviewer: Tony Dillon 

Follow-up to the very appalling Ninja Master. This 
one's so fast there's more luck than skill involved 

A h soo! Ret us return to ancient times, glasshopper, to a far off 
legion in Outer Mongolia where a stlanger has appeared and is 
after the title of Supleme Oliental Combat Master. Tly saying that 
with a mouth full of No 47 soy sauce. You are that masked stranger, and 
you must fight your way through four rounds of intense combat training. 
At the end of each round you'll fight one of the masters but unfortunate¬ 
ly you only have an armoury of three kicks to help you win through and 
basically you've got no chance. 

This follow up to Ninja Master - probably the most successful trash 
title of all time - is all so fast, though, that winning starts being a matter 
of luck! 

★A 




LEARN CHESS 

WORKOUT Label: Coxsoft, 31 Fullwell Avenue, Barkingside, Ilford, Essex 
Price: £6.95 Memory: 48K/128K Reviewer: Gary Rook 

Very worthy, but dull. Could help a supervised novice 
but of questionable value on its own 

L earn Chess is a difficult program to review, because it's a computer- 
basing training course aimed at teaching the rudiments of chess to 
novices. Oh, boorinnggg Neil, I can hear you chorus - and yes, to an 
extent you're right. Learn Chess is a bit boring. But if you don t know 
how to play chess and you want to learn, then this could be useful. 

On the basics of chess, it's very comprehensive, and gives a very good 
run-through of board notation, the moves the various pieces are allowed 
to make, and peripheral things like the use of chess clocks and chess 
etiquette. The whole purpose of the program is to teach a novice enough 
to be able to understand what is going on when he or she joins a chess 
club - and here is the program's basic flaw. It assumes that the 
purchaser is a novice with that single ambition. 

It seems to me a decent basic chess book could be better! 


A 


TIME FLIGHT 

ARCADE Label: Power House Author: Stephen J Tatlock Price: £1.99 
Memory: 48K/128K Joystick: various Reviewer: Tony Dillon 

Quite a step down from the illustrious Stephen Tat¬ 
lock's earlier Agent X. Avoid this one 

W elcome to my time machine. In it I will transport you back to the 
days when the BBC machine was in its heyday and when 
programs weren't very good. 

Now after many years and for reasons which entirely escape me, one 
such game has been converted to the Squishboard in the guise of 
Timeflight. Written by Stephen Tatlock (he of Agent X fame), it places 
you in the position of a pilot lost in time who, by a series of time warps 
has to get back to his (or her) own time. The plane is shown by an 
overhead view and you have to collect letters to spell out the word 
WARP to get onto each next sheet. 

Right, that's it. I can't write anymore. I really can't! To write more I'd 
have to play it again and if I play it again I'll go mad . maaaad!!!! 


O 


BOULDERDASH II 


Am/ Wumm* k# Mmmmg A m M A * * mm 

ARCADE Label: Prism Leisure Author: Peter Liepa Price: £2.99 Memory: 
48K/125K Joystick: various Reviewer Tony Dillon 

An excellent reproduction of a berrilliant game. Buy 
this on pain of missing owe of the decade's best 

B oulderdash was always one of my all-time favourite games - 
purely for it's playability, so I was worried that with today's 
modern programming standards, it could Jiave lost some appeal. 
Well, let me say that programmer Peter Liepa has done an excellent job 
at recreating prehistoric programming techniques. 

For those of you who have (a) just been born, (b) live in Somerset or (c) 
have had their head down an Amstrad for the last five years, here is a 
run-down of the basics of the game. Rockford, the hero, must rush 
around twenty consecutive screens collecting gems. When he s col¬ 
lected the required amount the exit to the next cavern will be opened. 
Sounds easy enough doesn't it? It ain't - it's fiendish! 

★★★★☆O 

★ ★★★yv O 
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IAN McCARDLE 

M artech's blue-eyed programmer at 
the moment is Ian McCardle, au¬ 
thor of the extremely 3-dimensional 
Catch 23. We ran the programmer in 
question to ground in a safe-house on 
the south coast. We talked about such 
diverse topics as sports sox, fluoride 
toothpaste and HP sauce ... 


Finished? Feel better? Tell me ab¬ 


In the beginning sort of stuff, how 
did you first start programming? 

I did a degree in Computer 
Studies. It would have 
been a bit daft to go and 
work in Sainbury's after 
that. 

Quite so. Is there anyone around 
at the moment that you particularly 
admire, anyone who inspires you? 

No one person in particu¬ 
lar, but I'm a great fan of 
anything that's by Level 9 
or Ultimate. 

I see. On with the serious stuff. 
Food. 

Like it. It's good stuff. Espe¬ 
cially kebabs followed by 
moussaka. Or anything co¬ 
vered in HP Sauce. There's 
nothing to beat the taste of 
HP. All washed down with 
cider, preferably scrumpy. 
Oh. Leading on from that (No it's 
not, that's a complete lie — Ed), 
where do you buy your under¬ 
pants? 

I don't. 

What, you mean you don't wear 
... ever...? 

No, I mean they're bought 
for me. They just turn up in 
the drawer and I put them 
on. I always think it's best 
not to get too involved with 
that sort of thing. 

Any other sort of clothes info? 
Sports sox. I like comfort¬ 
able socks but I find it diffi¬ 
cult to get hold of them. So 
when I get a good pair I 
tend to wear them to death. 
(Culp). Anything you don't like? 
Hats. And John Wilson. 


John Wilson? 

Guy I work with. Are you 
listening to me Wilson? You 
really get on my nerves. 


▲ Eddie Kidd's Stunt 


out music, what sort of music are 
you into? 

Believe it or not I used to be 
a punk. One of the real 
chains and safety-pin mob. 
I had black and gold 
streaked hair. God, I must 


C.O.D.E. 


have looked a sight. No¬ 
body believes me when I 
tell them now. 

I'm not sure that I'm convinced 
either, but there you go. Are you 
still a die-hard punk today? 

No I'm not. I've mellowed 
into a sort of Eurythmics - 
type person. I'm also quite 
into Dire Straits, 'Money 
For Nothing' is one of my 
favourite videos. 

Talking of records, what record are 
you most embarrassed to own? 


A Catch 23 


T.A.L.K. 

I actually won a competi¬ 
tion on the back of a Pink 
Panther chocolate bar 
once, and the prize was a 
choice of four records. They 
were all pretty dire really, 
but I eventually discounted 
Kratwerk, Mudd and 
Wizard in favour of Block¬ 
buster by Sweet. I always 
wondered whether or not I 
made the right choice. 

I reckon you probably did. Talking 
of sweets, what's your favourite 
toothpaste? 

Mentadent P, anything 
with heaps of fluoride. I'm 
worried about my gums 
you see. If your teeth go 
you can get a new set, but if 
your gums go, well there's 
no chance of a new lot out 
of the NHS. 

Thoughts on Oliver North? 
Guilty as hell, but good en¬ 
tertainment. 

Any other forms of entertainment 
you enjoy? Any games you still 




Yes, I love Elite, although I 
only ever play the BBC ver¬ 
sion. And I rather like Thrust. 
I'd rather watch the telly 
though. Black Adder, or a 
good soap opera like 
Neighbours or Coronation 
Street. And I can't stand 
Benny Hill. 

I knew you had taste. And finally, 
just to prove that we have no taste 
whatsoever, how would you most 
like to die? 

Can't say as I'd thought 
about it really. But quickly 
I suppose, in the pub. 
Yeah, I'd really prefer to 
die in the pub ... 


And so we left Ian McCar¬ 
dle, quietly dreaming of 
scrumpy, fluoride tooth¬ 
paste and Pink Panther 
chocolate bars (remember 
them? No - neither do we), 
and we wondered, why are 
all computer programmers 
so strange, why do they all 
wear jeans and sneakers, 
and why do they never buy 
their own underpants? 

SONOGRAPHY: Eddie 

Kidd's Stunt Challenge 
(Martech, 1984), Brian 
Jacks' Superstars (Mar¬ 
tech, 1984), Geoff Capes - 
Strong Man (Martech, 
1984), Planets (Martech, 

1986) , Catch 23 (Martech, 

1987) * 
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'Mr Gremlin Graphics Software Ltd., 

Alpha House, 10 Carver Street, Sheffield SI 4FS 
Tel: (0742) 753423 
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AMSTRAD 

Cassette £9.99 Disk £14.99 


CBM 64/128 SPECTRUM 48/128K 

Cassette £9.99 Disk £14.99 Cassette £7.99 
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The answer to the 



Spectrum-users prayer 


Use the Disciple with the 48K, the Spectrum +, the 128K or the Plus Two 


thedlSCDPLE 


u.v ■ — — rQQ nr 

the ultimate disk, printer, joystick and network controller for the Spectrum (inc VAT) 

Designed by Miles Gordon Technology for Rockfort Products (a trading division of Vignesh Ltd) 


Write or call us on 01-203-0191 
for details of: 

- Disciple + 780K Drive at £199.95 

- Disciple + Dual Drive/Printer 
Packages 

- Special Disciple Software Titles 

- User Club + Magazine - “Format” 
“The Disciple means that upgrading Spectrum 
owners do have a choice other than selling their 
machines and buying a Plus Three” 

(Popular Computer Weekly) 


AVAILABLE NOW! 

the all purpose interface to take 
your Spectrum to the limit 


DUAL JOYSTICK PORTS 

★ Sinclair and Kempston compatible. 

NETWORKING 

★ Operating system allows Disciple to act as file server; 
shared access to printer and disc drive for up to 64 
Spectrums 

★ Interface 1 Compatible 


DISK INTERFACE 


SNAPSHOT BUTTON 


★ Saves any program instantly - at any point you wish and 
as often as you like. 


PRINTER INTERFACE 


★ Compatible with the whole range of Centronics 
parallel printers 

★ Single/double size screen dumps allow print¬ 
out of any games screen 

★ Also normal Sinclair LPRINT LLIST commands 


Allows up to 1.6Mb of storage on 2 drives 
Loads a full 48K program in 3.5 seconds, 128K 
programs in less than 10 seconds 
Compatible with any standard drive - single or 
double density, single/double sided, 40/80 
track, 3V2 or 5W' 


★ 

★ 


★ 


To: Rockfort Products, 81 Church Road, London NW4 4DP 

Please send me POST FREE.(Quantity) DISCIPLE Interfaces 

@ £89.95 each, including VAT & P&P. 

I enclose CHEQUE/POSTAL ORDER for £.. 

OR debit by ACCESS □ or VISA □ (tick as appropriate) 

CARD NO 


EXPIRY DATE. 

SIGNATURE. 

NAME (Block Capitals).. 
ADDRESS.. 


Overseas orders and trade enquiries welcome. Telex 933740 GANESH G. 


..Postcode.. 




























The order of the solar system ^ V 

as kept for thousands of years A . \ J' 

by the people of Zybor was coming X; -~i- 1 

apart. Growing dissatisfaction in outlying - 

planet bodies increased as their technological achievements reached greater heights. 

Zybor reacted in the only way left to it whilst the technological advantage remained in its hands. And so Trantor was brought 
/ from out of the ranks of the warriors forces where a brutal streak and rebellious nature made sure his 
/ talents never realised their full potential. His credentials were perfect his mission was simple, to lead 
M a band of outlaw mercenaries and smash the growing power of the New World NEBULITHONE before 
JSk its atomic threat turned into an awesome cataclysm of conflict. But the Nebithons were not 
JWK unprepared and when on return from a reconnaisance scouting, Trantor found the 

remains of his undercover force scattered amongst the alien 
landscape along with the last fragments of his battle cruiser, 

^ WK\i he felt the hate and rage surge through his body and 

|||| within the ice cold compartment of his mind, he 

recognised the burden that now lay with y 

Wk him, that all now depended on he ij 

£& -Trantor, the Last ¥ 

Stormtrooper. f J, 


rORM 

DOPER 


SPECTRUM +3 £ 12.99 
SPECTRUM 48/128K £ 8.99 
AMSTRAD TAPE £ 9.99 
CBM 64/128 TAPE £ 9.99 

Coming soon on Atari ST £19.99 


DISK d 


DISK d 


Screen shot from Amstrad version. 


Screen shots from Spectrum version. 


Units 2/3 , Hoi ford Way, Holford, Birmingham B6 7AX Tel: 021 356 3388 
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PROGRAMMERS 

LEE HODGSON, MARK DAVIES 
and ANDREW DEAN - otherwise 
known as Essential Myth - wrote 
Book of the Dead as a team 
effort, with all three mucking in 
on design, coding and graphics. 
The program is the first tney have 
written that has been published 
commercially 


T he Book of the Dead is a 

fascinating little program 
with a lot to offer any 
adventure lover, and CRL is 
doing the problem solver a 
great service by bringing it to a 
wider audience. I say bringing it 
to a wider audience because 
this is not the first time I've seen 
this program. It first landed on 
my desk a few months ago, with 
a hand-drawn cassette insert. 
Ho hum, I thought, just another 
Quilled adventure. Not so, I 
quickly discovered! Essential 
Myth, the original crew that 
perpetrated this title, has 
managed to produce a 
challenging adventure with a 
much more interesting plot 
than most. 

If it's so ruddy good, why 
didn't you review it last time 
around instead of making us 
wait for CRL to snap it up, I hear 
the assembled multitude cry? 
Simple - it had some rather odd 
little bugs in it - in a certain 
location, if you did something 
that you weren't meant to do, 
the characters were replaced by 
black squares. Not too playable. 
However, you can bet your 
watusi that was one of the first 
things I tried, and, lo and 
behold . .. Now all is cured, and 
I finally found out what God 
really had to say . . . 

Anyway, enough wittering. 
You (yes you, pay attention) are 
Kteth, a minor Egyptian deity 
with the head of a falcon, which, 
in Ancient Egypt, was a good 
sign. Your daddy. Set, has 
murdered Osiris, head honcho 
in God-land, in the hopes of 
taking over the place; such is 
not to be, though, and the sins 
of the father have been visited 
upon the child - you've been 
kicked out of heaven. Your only 
chance to regain your Godhood 
is to solve the problems that 


L ong ago, when the world 
of adventure games was 
young, there was a trilogy 
of adventures called the Ket 

Trilogy. 

And lo, Incentive Software 
did promise great rewards to 
the first being to solve all three: 
many tried, but none didst 
succeed, and there was a 
wailing and a gnashing of teeth. 
Until, from the frozen lands to 
the north there came a hero, 
Tom Frost by name, who didst 
vanquish the trials of Ket: and 
he didst bear away the sacred 
video recorder unto his 
homeland . . . 

Y. And if you think that little 
| excursion into the mists of 
_i history isn't relevant, yah boo 
sucks to you because it is. The 
two adventures reviewed here - 
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Castle Eerie and Shipwreck - 
both on one tape - have been 
written by that same Tom Frost 
and, judging from what I've 
been able to see of them so far 
that wily Scot hasn't lost the 
touch that made him arguably 
one of the country's greatest 
adventurers. 

Both programs were written 
with the Quill, Patch and 
Illustrator, which Tom 
acknowledges, and the package 
is priced accordingly. 

Castle Eerie casts you as a 
sort of James Bond. Your task: 
to penetrate the defences of the 
aptly named Castle Eerie, 
somewhere in the wilds of 
Scotland, find out who is 

Castle Eerie ► 


causing strange lights and 
noises, escape with whatever 


face you in this adventure; fail, 
and tough luck, you're 
condemned to being a mortal 
for the rest of your life. And 
mortals don't have very long 
lives. 

The game is a text and 
graphic adventure. The text is 
well designed, with some nice 
touches, like the key-shaped 
cursor. The graphics are fairly 
standard, although some 
locations, like the temple, are 
better than averagely depicted. 

As you journey about, you are 
trying to score points and 
achieve Ma'at. Quite what Ma'at 
is, I haven't been able to work 
out, but I think it's like mana - 
magical/mystical strength. Get 
enough of it, and you'll be able 
to re-enter paradise, or the 
Ancient Egyptian equivalent 
Some of the things you have to 
do to get Ma'at are pretty 
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Ancient Eqyptian - just think in 
terms of primitive farmers and 
you'll know what to do with the 
sheep, for a start. Other 
problems, though, have less 
relevance to Egypt. There is 
what looks suspiciously like a 
TV in one of the screen shots on 
the packaging, and another 
shows a very modern looking 
street. I haven't been able to 
visit these locations myself yet 
- I suspect they're in part two of 
the adventure, and, as usual 
with two-part adventures, you 
can't get into the second part 
without the code word which 
you get from solving the first 
part and I'm too dim to solve 
the first part and I'll never make 
it as a godling, even a minor 
one... 

I like what I've seen of this 
game so far. The problems fit 
, and there's a 


refreshing absence of any need 
to kill things, which you find so 
often in adventure games, 
especially one's which arm you 
with a knife in the first location. 


ADVENTURE 


REVIEW 


Actually, the knife is for a very 
logical task early on in the 
game. Admittedly, there are the 
by now fairly standard touches 
which you tend to find in too 
many programs; the cliff, the 
rope, the hermit etc. But in the 
main the game has an 
originality that makes it a cut 
above the usual fodder you get. 
I think CRL has got a winner 
here, although I'm a teeny 
weeny bit doubtful about the 
price - I think it could be a quid 
or two lower. Still, on reflection, 
I have to admit that I think it's 
well worth it, even at E8.95H 


/SHIPWRECK 


evidence you can find, and get the police sort out the villains, 
back to civilisation and call in You begin outside the castle 



door. It's locked, so you have to 
find an alternative way in. 

Once inside, be careful. There 
are various nasty little traps 
which will bring armed guards 
down upon you like the 
proverbial Assyrians, and that 
will be the end of your 
investigative career. Don't open 
the door unless you've done 
something about the alarm; 
and don't fiddle around with the 
grandfather clock. 

Apart from that, you have 
other problems facing you, 
some more difficult than others, 
but all challenging and 
interesting. 
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In Shipwreck, you have a 
rather different plot. You've 
saved all your money and sent 
yourself for a nice long restful 
South Pacific cruise. It's a 
beautiful sunny day and the 
small fire in the engine room is 
absolutely nothing to worry 
about ... or is it? 

Well, yes, it is actually. And if 
you don't work out what to do 
pretty soon, you're going to find 
yourself doing the dog paddle 
in a shark infested ocean. 

You can't get into the life 
boat. You can't get hold of a life 
belt. You can't go on to the 
bridge without a signed permit, 
and where can you get one of 
those? The ship's shop sells 
maps, but you don't have any 
money, which means that you 
can't have a stiff one at the bar 


either. And for some reason, the 
steward refuses to let you into 
the lounge or the dining room. 
Perhaps you're not a first class 
passenger? Or - horrors - 
maybe you need a tie. Watch 
out for the swimming pool - 
otherwise you hit your head 
and end up in the sick bay; not 
the right place to be if the ship is 
about to go down. Then again, 
perhaps it is - what could that 
nurse do for you? 

Both programs are excellent 
examples of good old fashioned 
adventure writing. No frills, just 
solid problems tied together 
with a decent plot. The graphics 
are more than adequate, 
although I got a bit tired of the 
deck scenes in Shipwreck - one 
promenade deck looks very 
much like another^ 
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The Home Computer Version of the Atari Coin-Op Masterpiece 


© 1985 Lucasfilm Ltd arret Atari Games Corporation^ 
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Pick up your trilby and trusty bullwhip and don the mantle of the legendary Indiana 
Jones! Prepare yourself for your most dangerous adventure yet-to storm the evil 
Temple of Doom and rescue the imprisoned children and the magical stones of Sankara! 

Beware the foes and hazards that block your way. 
m The Thuggee guards will fight to the finish and 

poisonous cobra snakes will rise up in front of you. 
You will traverse perilous ledges, ride under-ground 
^ , a railways, and cross the bottomless fiery pit in 

You will call on all your reserves of courage, strength 
’'/oSrTfcl 1 fT7| and skill. Push yourself to the limit, ride your luck 
* \ /i4 * fife* fp and the magical stones may just be yours! 


CASSETTE 


CASSETTE 


Screens from Arcade Version 
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COMPETITION 


BE A REBEL - WIN A TANKI 


US Wstoi 


iibly the 
ever 


I most successful competitioi 

thought of was the Wild Willy win a radio* 
controlled jeep extravaganza. 

Not content with doing something right 
once we decided we d do it again but 
Bigger, Better! More tank orientated! 
Harder! 

In celebration of Virgin's jolly original 
Rebel game we have for you the Wild King 
Tiger Tank Compo! 

The Radio Controlled King Tiger Tank wili 
hurled around your living room or garden 
destroying everything in its path and doing 
serious damage as you command. 

The winner gets the tank and the radio 
control and battery charger - all you need 
to get trundling - plus a copy of Rebel. 

Twenty-five runners up also get copies of 
the excellent Rebel game and fifty more 
runners up after that get Rebel posters — so 


THE PUZZLE 

Now we told you in Wild Willy that v 
didn't want to give the jeep away an 
quite frankly we were pretty disappe 
when thousands of people came up v 
the right answer. Obviously things w< 
tough enough. 

Check this out: 

Below you see a map based on the 
of problems you find in Rebel. The ide< 
find a route from the laser beam to th< 
by bouncing the beam on mirrors whi< 
strategically located. The mirror systei 
works like this - the beam bounces o 
90° from the angle at which it hits th< 
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LASER 




EXAMPLE - SHOWUCr MIRROR 
0R1EKJTATIOIJ$ AOt> HOW DRAW IK] 
THE PATH. 


EXIT 


LASER 


. (l (MIRROR. 

—^“lttR .11 oRi&jrmov l). 


(mjrror 


ORjEHTATOKI 2.) 


WHAT TO DO* 


Road, Southate, Orton, Peterborough P62 

*— ----—— -———— - i 

Name:... 

Address:... 

‘Virgin and EMAP employees needn't get tanked up - 
'cause they can't enter the compo, never, never, never. 






























































































































































































did so want to like Game 
Over from Imagine. I hated 
the packaging so much that 


CRICKET AVERAGES 


WORKOUT Label: South Coast (1 High Walk, Fareham, Hants P015 6BS) 
Price: £4.95 (cassette), £7.95 (Opus disc) Memory: 48K/128K Joystick: not 

applicable Reviewer: Mike Wright 

Workmanlike cricket stats program. Recommended 
for cricket pundits everywhere 


I really wanted to enthuse 
rapturously over the game. But I 
couldn't. I even found it hard to 
laugh at Game Over, and boy, is 
that serious. 


T o me. Summer is the sound of willow upon leather, the voice of 
Brian Johnson and the drumming of the rain. 

It's also the clicking of pens and calculators as cricket devotees 
calculate the averages for their favourite players. Cricket Averages from 
South Coast Software, though, now does all that for you. 

Averages can be generated for the team, the individual or a summary 
for all team members. The team averages show the number of runs 
scored and the average runs per wicket for the team and an aggregate 
for the opponents. An individual's averages show the name and batting 
bowling and fielding averages. That's just the basics - there are a host o 
more complex options. 

Although the data input menues are a bit confusing the program doe* 
what is intended quite well. 

Indeed, it's apparently being used by the official Hampshire County CC 
scorer for their first team statistics IB 


We begin with a left-to-right 
flipping affair, a space-age 
prison chock-a-block with 
robotic guards, apparently 
flying on legs of lamb. Or 
perhaps they're cylindrical 
vacuum cleaners. Anyway, the 
graphics being somewhat on 
the small side, it's not at all easy 
to tell, but they're v. peculiar all 
the same. 


★ ★★★lir 


Off you go, the hardy, fully 
equipped, but not overly bright 
Arkos, across twenty screens of 
flippin' good fun (eh, eh) across 
the hostile planet Hypsis, in 
order to gain the access code to 
the even more unpleasant 



MOUNT1E MICK’S DEATH RIDE 


ARCADE Label: Reacktor Price: £8.99 Memory: 48K/128K Joysticks: various 

An Express Raider look-sound-and-play-alike. Not 
worth the money 


W ow! This is what I've always dreamed of doing. Racing along 
the top of the train, firing small blobs at large bouncing blobs. 
Yeah! Woah' Hold yer horses. This is an Iron Horse, trailing 
across the Canadian Rockies, an' guess what. It's being robbed by none 
other than the McCluskey gang and you have to go after them. It won't 
be easy. All kinds of things may happen. You'll go through tunnels. You'll 
travel between the trains on a pushcart. Your legs will continually 
change colour. You will probably die, if not from the bullets then from 
the boredom. 

Well, we've had the Nemesis conversion and the Nemesis clones. 
We've had the Gauntlet conversion and the Gauntlet clones. Now comes 
the turn of Express Raider. Not goodB 


GAME 




SUPER ROBIN HOOD 


ARCADE Label: Codemasters Author: Mark Baldock Price: £1.99 Memory: 
48K/128K Joystick: various Reviewer: Tony Dillon 

It's so boorrring! I had to strap myself to my rubber 
keyboard just to keep playing 

A aahhgg! It's games like this that remind me of what my old 
granny used to say. "Fred," she'd say (she could never remember 
my name). "Fred, there's nothing like a good arcade game." 

She was right. Super Robin Hood is nothing like a good arcade game. 
It has all the elements but doesn't quite seem to fit together. 

You are cast as Robin Hood, rescuing Marion. No surprises there. And 
for some strange, possibly warped, reason he has to collect squishy bits 
of human innards. 

Technically it's all well up to Codemasters standard (whatever that 
means). Terrific graphics, good sound FX, smooth animation and well- 
planned screen layout. What a shame the game's so uselessB 
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i tasteless packaging)- 

I GAME OVER 

Label-, imagine 

Memory ;48K/128K 
joystick various 


T T-. 
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The third screen is far more 
difficult. A case of leaping 
across a void on to two 
platforms, which bob up and 
down, whilst being attacked by 
a throng of robots. It's even 
trickier than it sounds, and 
unbearingly frustrating because 
you keep falling off and 
dropping dead. Then it's Game 
Over for you sonny. 

If you do manage to leap 
across the void and take out a 
few more aliens, you come to a 
charming woodland scene. In 
screen shots these look pretty 
good. Nice mountains 
combined tastefully with big 
slob monsters. (You'll see what 


STAR WRECK 


ADVENTURE Label: Alternative Software Price: £1.99 Memory: 48K/128K 
Joystick: not applicable Reviewer: Deniz Ahmet 

Reasonable adventure f let down by one-gag humour 
and poor graphics. Some tricky problems though 


H aving produced some decent cheapo adventures in the past I was 
expecting something good from Alternative Software's Star 
Wreck. What a mistake! 

For a start it's about as funny as a motorway pile-up. You play captain 
James T Cake, of the starship Paralysed, your mission to take a cargo of 
one Trell and a rigellian Slime Beast to the planet Dandrox. 

The game itself is let down mainly by its graphics, which are vary 
simple. Pictures made up from lines which don't look like anything in 
particular can hardly be called state-of-the-art. 

Also Alternative Software doesn't seem to know that the Spectrum 
can produce sound as there is none, apart from the click of the keysfl 


★ ☆ 



planet of Sckunn in order to 
fight the evil queen. She of the 
infamous advert. 

The first two screens are dead 
easy. Just run along and shoot 
at the meaty guards. Should 
you see a barrel, shoot it. It 
could contain something nice, 
like extra weaponry, a new 
lease of life in the shape of a 
heart, or it could be a bomb, in 
which case, jump like crazy, 
you're going to die. It should be 
said now that you can't die 
merely through being shot. This 
is one of those games which 
provides you with an energy 
allowance at the beginning of 
the game, which is drained 
whenever you're shot, and 
which goes away completely if 
you touch a bomb or fall off the 
edge of a cliff. 
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REVIEW 


I mean.) But wait unitil they 
move. Ugh! Because alas Game 
Over is truly the home of Mr 
Attribute Clash. Monsters 
merge with Arkos, who, in an 
extremely slovenly way merges 
into anything that comes within 
his flight path. Not a pretty 
sight. So this is perhaps the 
only time that we can be 
grateful for the fact that the 
figures are so small. 

Game play is a redeeming 


HOCUS POCUS 

ARCADE Label: Bug Byte Memory: 48K/128K Price: £1.99 Joystick: various 
Reviewer: Andy Moss 

Snap the professor's inventions in the underground 
cave system. Dull 

N ot much fun being a YOP trainee these days. All you get is a 
posting to a newspaper as a novice photographer and given an 
assignment to film every one of the mad professor's inventions 
hidden in various objects around his underground cave system. 

This is your typical arcade multi-level adventure that has some novel 
differences, which I suppose brings it a few pegs higher on the 
entertainment scale. Not only do you need to find the inventions and 
snap them with the camera, but you only have 16 pictures on the reel 
and touching the many mutants loses film, so you need to get back to 
the start and get another - but how? Going down is easy, but going up? 

One other thing, the caves are readioactive and guqss what, only a 
limited amount of time folks! The icon control is fun, and the layout is 
pretty but the gameplay is no way startling! 

A 


ZENJI 

STRATEGY Label: Firebird Author: Matt Hubard Price: £1.99 Memory: 48K 
128K joystick: various Reviewer: Deniz Ahmet 

Good strategy re-issue. One of the early Activision 
titles now out on budget 

Z enji first appeared on our Spectrum three years ago, with a price 
tag of £7.99 from Activision. Now it's being re-released under 
Firebird at £1.99. You'll need to use the old brain cells for this one - 
it's a maze game with a difference: you make it up as you go. 

Your playing piece is a revolving face which smoothly glides along the 
various pathways and your objective is to direct Zenji through the 
circuits of Delta-B and connect up the different pathways to the central 
power source. Not simple. For a start a clock slowly ticks away the time 
remaining before the reactor blows. Small flames rush around the 
pathways in an attempt to fry you to ashes. And on later levels these 
nasty little things try to vaporise you with missiles. 

The graphics aren't really that hot, but don't let this put you off. The 
animation is actually very well done, colour is used nicely, and there is 
even a strange twinkly kind of tune which plays throughout which adds 
to the atmosphere considerably! 

★ O 

★★★★☆O 


CORE 

ADVENTURE Label: Bug Byte Price: £1.99 Memory: 48K/128K Joystick: 
various Reviewer: Andy Moss 

Superior budget adventure with excellent graphics 

C ore is a problem-solving game, with all the hallmarks of a classic 
text adventure, but with moving graphics. You start with nothing 
but a battery-operated life support system, and have to find a 
variety of objects to enable you to delve further into the game. Obvious 
essential items to find include a laser gun, armoured reflectors and, the 
reason for your doing all this, bits of broken computer to be reassem¬ 
bled. 

The game is icon-driven, saveable (thankfully), and graphically excel¬ 
lent. A must if you like adventures! 

★★★★★Q 


SPACED OUT 

STRATEGY Label: Firebird Price: £1.99 Joysticks: various Memory: 48K/ 
128K Reviewer: Tamara Howard 

Deceptively difficult thought and strategy game, with 
some neat graphics 

D espite the fact that this game has absolutely the most completely 
naff title that you could ever hope to hear. Spaced Out is quite 
nifty. 

It's more of a strategy game than anything else. You have to move 
your little green man across the 'holographic' board, from the bottom 
left-hand corner to the top right-hand corner whilst avoiding the nastys. 
All you do is roll the dice, and making the appropriate number of moves. 

You 'space out a nasty' by landing on his square, but he can space you 
out by hemming you in so you can't move anywhere. This results in the 
unpleasant practice of 'Giving In' and incurring penalty points. 

You choose the size of the board and the number of nastys that you 
think you can cope with, and then off you go. 

Worth taking a look at for a little bit of grey matter exercise! 

★★★☆☆ O 

★★★☆☆ O 
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feature, it's fast and frantic, 
multiple monsters swoop from 
all over the place firing wildly 
and zinging into Arkos, draining 
his energy, and sending him 
back to the beginning. 

However, death is a rather 
attractive event. Arkos 
disintegrates into little itsy-bitsy 
twinkling stars which waft away 
off the top of the screen. An 
appallingly whimsical display 
totally out of place within the 
context of the game. 

The nicest thing that can be 
said about Game Over is that 
it's a run-of-the-mill screen 
flipping sort of game that gives 
you a lot to shoot at and not a 
great deal else. It's simple to 
play - usual joystick or 
keyboard controls, but it's not 
overly enthralling, and the 
attribute problem is awful. 
Mostly a disappointment! 




















Fastest climber is 
Activision’s Quartet the 
multi-player thrash role- 
play. Sega’s coin-op answer 
to Gauntlet, in fact. Then 
comes Slap Fight - Imagine’! 
coin-op blast convert - 
keeping up the pressure. It’s 
a top to bottom scrolling 
shoot ’em up. And Micronaut 
One from Nexus, Pete 
Cooke’s highly original 3D 
scroller, making its first 
moves into the full price 100 
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SIMULATION 


BMX SIMULATOR 


CODE MASTERS 


OLYMPIC SPECTACULAR 


ALTERNATIVE 


FOOTBALL MANAGER 


ADDICTIVE 


LEADERBOARD TOURNAMENT 


US GOLD 


LEADERBOARD 


US GOLD 


HOT BUDGET 

Mastertonic is following the 
full-price labels down the 
licensing route and its 
latest, Flash Gordon, is a 
I / pretty reasonable effort. 
Meanwhile on 
Mastertronic’s other label 
Bulldog, Wolfen is storming 
up the lower reaches of the 
budget thirty 
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AGENT X 


MASTERTRONIC 
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Lots of games have used this sort 
of technique for controlling action, 
more often as a gimmick than 
because it's genuinely easier. With 
Vision, it really is easier than 
remembering and typing a gaggle of 
commands and program names in 
Basic. 

It might be easier — but it's 
certainly more fun. The whole 
process is aided immeasurably by 
the high quality of the graphics, 
which (on my creaking old portable 
TV) look as nice as an Atari ST in low- 
resolution mode. There's been a lot 
of effort expended in the design of 
the small character set, and 
restrained use of Colour and Bright 
make for a very professional 
appearance. 

I can foresee problems with the 
ROM as it is. Leaving aside the fact 
that it seemed unfinished (I never did 
find out what Move did from the Disc 
menu, and the Information logo just 
flashed at me), the Desktop code is 
designed to use the spare space in 
the existing Beta ROM. So if 
Individual want to sell a ROM, it's got 
to have all the Beta code in, which 
raises interesting copyright 
problems. At least in this country. 

Then there's the fact that the Beta 
interface, while not uncommon isn't 
the world's favourite Spectrum disc 
system. And there are lots of 
versions of the software, most of 
which use hardware which is subtly 
different from other releases. This 
raises the problem of compatibility - 
does one ROM suit all Beta 
interfaces? 

Now the good news - the 128K+3. 
With all that memory, and with 
details of the disc operating system 
widely available, it should be 
entirely possible for all the good bits 
(graphics, menuing, commands) to 
be transferred from the Beta system 
at speed. 

The 128K+3 needs just such a 
system to bring it into the late 80's, 
and Individual could produce a disc 
fast enough for their desktop to 
become the standard. And having a 
standard for a system brings good 
things for everyone. They've done 
most of the work — I hope they finish 
the jobH 

Details Hartmut Schwinty, c/o 21A 
Telferscott Road, London SW12 OHW. 


An absolute Gem? 


The product is Vision, from 
Individual Software. Individual is a 
German software house, and Vision 
is a desktop. This particular desktop 
takes the form of a ROM chip that 
plugs into a Beta disc interface. At 
the moment it only works with the 
Beta interface, but could fairly 
simply be changed by Individual to 
be able to work with the 128K+3. 

Once it's fitted - on the Beta — 
instead of typing in commands to use 
the disc drive, you move an arrow 
around the screen and on to the 
thing you want to do or use. 

Like most things computer, the 
world of desktops has a language all 
its own. Pictures aren't pictures, 
they're icons. Arrows are likewise 
pointers, areas of screen become 
windows and choosing becomes 
selecting. Selection happens when 
you click on something — clicking 
being the process of pressing the 
button appointed for the purpose. 

Vision has icons of four disc drives 
(labelled A to D), a dustbin, and 
information logo and a printer. 
Along the top of the screen are a set 
of menu titles. 

The first is called Vision, and this just 
gives the version number and a 
copyright notice. Then there's Drive, 
which selects 40 or 80 track drives, 
and also has a Test option for days 
when nothing seems to be going 
right. The Disc menu has options to 
Move, Format and Rename a disc. 
Finally, the Output menu sets the way 
bits of information appear. Program 
size can be shown in decimal or hex, 
for example. 


Very pretty. But is it any good? 
Say you want to load a program, but 
you can't remember whether is was 
called BLUES 13 or BLOOS13. On a 
standard disc interface, the usual 
sequence of events is to type CAT to 
find the file name, and then LOAD 
"BLOOS13" \o get the thing. With a 
desktop like Vision, you move the 
pointer on to the picture of the disc 
drive you want, and press SPACE 
twice. A window opens up, and a list 
of the programs, data and junk on 
the disc appears. Move the pointer 
over the program you want to load, 
and press SPACE again. 

You have to click twice to load a 
program because there's a chance 
that you just want to rename it or 
Copy it somewhere rather than Run 
it immediately. This sort of thing is 
covered by clicking once on the 
program name, whereupon the 
name reverses into white-on-black, 
and then moving the pointer to a 
menu to select the action you want. 
It's also possible like this to choose 
more than one program at once. This 
is also where the dustbin comes in — 
select a few obsolete files and then 
click on the bin ... vaboom. They've 


I t's not every day that a Spectrum add-on turns up unfinished, 
undocumented, and in German but still gets written about. But this is 
just one of those days ... 

So this isn't a review, but more a preview of what promises to be at 
least a useful bit of Spectrum whizzery. And has the possibility of turning 
into a whole lot more than that - maybe something pretty interesting for 
the new 1 28K+3. 
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From Taito, the masters of arcade entertainment 

BUBBLE BOBBLE’ _ 

H BIow and bounce and bob your way into oblivion in this 
incredible conversion of the greatest arcade game of 

, Bubble Bobble will blast your brains and bruise your 1} { m/U 

Baffle yourself...buy Bubble Bobble lllf^E 

mOH Spectrum £7 .95 Commodore & Amstradcassette II 
*2*2* 1 £8.95 Commodore disk £12.95 Amstrad disc 

£14.95, and for the Atari ST £. 19.95 






Firebird Software, First Floor, 64-76 New Oxford St., London WC1A1 PS. 
Firebird is a Registered Trademark of British Telecommunications pic. 

© 
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Smith. 

I am very confused! H m much K’ 
has a Spectrum - got? Will 128K 
games work on a Spectrum? 

Matthew Smith 
Kings Lynn 
Norfolk 

0 It's got a whopping great 48K 
Ram and 32K Rom. 128K games- 
if they use the 128's facilities won’t 
work on the 48K machines - sorryl 


A 


my now obsolete computer. The only 
answer is to go out and buy the +3. 

An added bombshell is that even 
128K+2 owners are not going to be 
able to up-grade. Amstrad seems to 
be oblivious to the fact that there are 
thousands of people already using 
128’s and 128K+2’s who will 
begrudge being asked to fork out 
another £250 for the convenience of 
a disc drive which, at time of writing, 
has a tiny, maybe non-existent, 
software base. 

I was originally excited at the 
prospect of the 128K+3, but I now 
hope that Amstrad and its Plus 3 
suffer a massive vote of thumbs down 
from Spectrum users, and other 
potential buyers. Maybe then 
Amstrad will consider the users, 
instead of their bank balance. 

M. Kerr 

Newcastle-Upon-Tyne 


C oncerning the “£50 more than the 
computing press predicted” price 
tag on the 128K+3. 

My theory is that Sugar is trying to 
wean Spectrum devotees over to 
Amstrad. The 128K+3 is effectively 
the same price as the Amstrad 6128, 
but the latter has the advantages of 
CPM, plus existing software and 
hardware support. Should cream off a 
few of the floating buyers without 
antagonising the loyalists too much. 

Anti-Spectrumist behaviour I call 
it, and in protest, I’m going to stick 
to my battered old 48K! 

Michael R. Hughes 
Swansea 

# Obviously people who suggest 
that the Spectrum +3’s price would 
drop dramatically shortly after 
Christmas are completely wrong 
and should be ignored 


HOW NOT TO 


Just to clarify a few points: 

• The 128K+3 is great! It’s a bit 
expensive, but that doesn’t mean 
that ‘Anon of Lisbon’ has the right to 
criticise- So leave off Amstrad, Anon! 

• Jon Riglar is a bit of a div, but he’s 
good at doing ZapChat, so leave him 
alone, he’s all right. 

• Your mag is the best in the world. 

It beats the competition by a long 
way. The extra features just keep 
rolling in, and I love the Write Stuff 
and Code Talk and stuff. Love the new 
rating system and the new designs. 

• But I don’t like some people. 
Graham Taylor does crap reviews and 
Jim Douglas and all his reviews are 
pretty crap too. 

Benjamin Wells 

Enderby 

Leics 

PS 100-1 you don’t print this 

• Wed have to disagree with your 
final observation - but then we 
would wouldn't we? Jim replies: 
Uh-hah. I guess it's too late to 
place a bet for a couple of 
hundred? 

I am writing as a very disenchanted 
Spectrum 128 owner in the 
knowledge that we have the 128K+3 
due to appear shortly. 

Great, or so I thought, I’ll have 
access to disc-based software when 
they release the stand-alone disc drive. 
However, having read test reports, it 
seems unlikely in the extreme that I 
can ever hope to run a disc drive with 


W e are just writing to let you know 
we have at last achieved stereo 
sound on our Specky 48. “How?”, 
you ask. Well, after loading your 
game, remove the ear plug from the 
back of your computer and insert the 
headphones. Great when you’re 
playing a good shoot-em-up. 

Paul and Glenn Gibney 


I am trying to start up a new software 
library offering public domain in 
software. 

Software is required, but the writer 
must be prepared to give up 
copyright, in return, they may 
receive payment for each copy sent 
to another member, and further 
payment if that member finds the 
software useful. Any sort of software 
will be accepted for evaluation, so 
long as it serves some useful 
purpose. 

Anyone giving software will 
receive free membership, otherwise 
membership will be priced at £2.50. 
Each piece of software will cost 
£1.00 (£2.00 on Microdrive). 

Please contact: The One and Only, 
42 Hayes Road, Bromley, Kent. BR2 
9AA. 

Neil Smith 

Bromley 

Kent. 


GET STEREO 


Carrickfergus 
Co Antrim 

# Oooowah! No, no no. It 's not 
stereo sound at all you just get the 
same noise playing in both ears at 
the same time. For it to be stereo, it 
would have to have at least two 
channels. 


Hello my name’a Kid Jen¬ 
sen and surprisingly 
enough I’m not getting 
stereo sound from these 
Spectrums. 


WELL-KNOWN +3 


Y ou plonkers! You prats! You 
idiots! You wimps! You, you. . . 
well, that’s enough of that thank you. 
On page 46 of your mega mag, July 
issue, you gave the Firebird game 
Mad Nurse 8 stars, but next to the 
star rating there’s a big number 7. 

You can’t count Personally t think 
the game is trash and only deserves 
about 2 stars. 

By the way, f do like the new star 
rating system. 

Charlie ivens 
Buck land 
Surrey 

# We like it too. In fact, we tike it 
so much that we completely forgot 
how to use it. Sorryt 

I am MmVM OK You change the |Q| 
logo. Do I complain... Ho. You 
change the Classic symbol and fee 
Contents page. Did I complain... Hot 
much. Bat you’ve gone too far this 
time. Bring hack the 5-star rating. 
PUEEASEi! Pretty please? This is a 
petition, with one signature. 

Matihew Rawlinson 

Selsey 

Sussex 

PS Jon Riglar rates OK. 

0 Come onf What's the matter, just 
try and imagine the new rating 
system as being twice as accurate as 
the old one. Besides , you get more 
stars for your money each issue now. 
incidentally\ / think you'll find most 
petitions usually have more than one 
signature. ______ 
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IT’S GREAT BUT . 


I think the magazine is great, but 
I’d like to suaqest a few change 


LETTERS , 


Q: WHY DOES 


RUN SUCH 


I’d like to suggest a few changes. 
How about giving a second opinion on 
games reviews? This would give a 
more balanced view and help people 
decide whether or not to buy the 
game, which is the reason for the 
review in the first pla ce. The re 
seems to be a bias in UJJjJ reviews 
against strategy games. Contact 
Sam Cruise (“not a case for 
arcaders”) and Nosferatu (“lacks 


EASY COMPETITIONS? 


of damage to joysticks. If a game 
sets out to be a strategy game it 
shouldn’t be criticised for that. 
Meanwhile, Lightforce, Uridium, 
Shadow Skimmer and Nemesis all 


get Classics. Originality nil, thought 
nil. Maybe there is a logical 
explanation. 

Despite th ese cri ticisms, I’m fully 
convinced of QJQ superiority, and 
despite the astronomic price for 
overseas subscriptions. I have now 
subscribed direct. 

Stephen O'Neill 
Nelson 
New Zealand 

# Coo! Genuine constructive 
criticism! Everything you say is 
pretty valid. Stephen, and has 
been taken on board '. We already 
now do g ive a variety of different 
views on Classics. The 
danger with multiple opinion 
reviews is it's repetitive - with 
people simply echoing each 
other. 


Somebody else who is 
from Dorset. 


T hankee very much fur yur very gud 
mag, it’s very, very gud in fact 
(don’t let yer heads grow too big). 

The pokee cards - nice idea, grayt 
reviews, inter-est-in artycles, evin 
Gurdo Graytbelly - all in one gurt 
humingis glossy magy. 

I remain, yer biggist cuntry bunkin 
fan in deepest Dorset 
Mike Tre 
Sherbourne 
Dorset 

• Wew - Cheers an ’ all rat, Micket 
m’boy. We always try'an seeya 
wright. 


buy many of the sports 
simulations which you review. 
There is one game, however, in 
which I am interested hut so far have 
been unable to locate. The game was 
reviewed in March 1987 and is called 
Howzat, published by Alternative 
Software for £1.99. Could you tell me 
how I can get in touch with this 
company? 

Aiastair Lawson 

Sudbury 

Suffolk 

# Alternative can be found on 0977 
79777 


A poet ... 

W hat’s this I hear? The 128K+3 is 
near? Great great, by Clive, It’s 
got a disc drive! Oh heck, dearie me, 
Its inches are only three! “More 
memory” I pray, Still 128K? A 
monitor maybe? Still a colour TV I 
have a plus two, What am I to do? I 
can’t get an up-grade Disc drive, I’m 
afraid! What’s more, Al’s gone back 
to To the old colour, black. But 
what’s in the future? Not another 
Sinclair computer It’s called the +3 
Not good you agree. With a fairly high 
price, That’s not very nice. 

Andrew Good 
Co. Clare 
Ireland 

• Jim (aged 7%) replies: What a 
lyricist! Oh my! We nearly had to 
cry On hearing your plight (You 
probably thought we might) We re 
all a bit peeved too About Al s 
Spectrum new And his haircut isn't 
much cop either 


W hat in the world is the point of 
having competitions where to 
win all you have to do is answer a 
question like, “Which season comes 
before summer?” 

Competitions such as the recent 
Shadow Skimmer one are much 
better, because you have to do 
something in order to win a prize. 

Oh and by the way, my minions 
have told me that 14 Holkham Road, 
Orton, Peterborough where you’re 
supposed to send your entries is 
occupied by squatters* * 


And the article about Dinamic was 
dead good. 

Jeff Fuge 
St George 
Bristol 

*Not strictly true, as Gremlin would 
say. 

# Well I think that that question 
about the seasons was rather 
tricky, in fact. Especially as this 
issue (September) is actually being 
written in July for publication in 
August. Think how we must feel at 
Christmas! 


Actually I’m not a Hippy actually and 

C an I use the coupons in the 
magazine for purchasing 
programs from English software 
houses? Or are they intended for use 
only inside the UK? If the answer to 
the first question is “yes” then how 
much would I have to add for postage 
and packing? Unfortunately, the 
Argentine software market is quite 
limited, and you can only get pirate 
copies of new games. As I’m against 
piracy, I always buy my games by 


what’s wrong with Pink Floyd? 
mail order. 

Keep up the good work, Happy five 
years! 

Isidro Zoroza 
Beunos Aires 

PS I’d like to tell you that Evita is 
actually not a national hero, as you 
said last month. 

# Yes you can, but you should add 
0.75p to the cheque value printed in 
the coupon As for Evita, Elaine Page 
will be quite upset 
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I t's a popular theme - a lone 
man facing incredible danger, 
battling against insurmountable 
odds in situations that would 
have most normal mortals 
fleeing for the lavatory. 

Recently it's been taken to a 
kind of logical conclusion. With 
a spate of games like 
Gunrunner, Exolon and now 
Sidewize, our hero has no 
space-ship or moon buggy to 
protect him. It's just the guy and 
his trusty laser, and maybe a 
backpack somewhere along the 
line. 


SNAP VIEWS 

Graham: OK so it's a sim¬ 
ple idea but it's fiendishly 
difficult 

Tamara: Continuous 
trigger-work. Really 
keeps you on your toes 
David: It's those flamin' 
walls that always get me 
Gareth (Mad celt): Make 
that prawn a vindaloo • 
it's hotll 



In Sidewize at least, this 
return to good old-fashioned 
play values pays dividends, and 
the feeling of genuine 
vulnerability injects a degree of 
panic that's been somewhat 
lacking in the current crop of 
single-seater-space-ship 
games. 

Sidewize comes busting out 
from the highly talented minds 
of Steve Wetherill and Colin 
Crunes, the guys who worked 
on Heartland (Classic ^Q53), 


to the Odin game of last 
summer the play is wildly 
different. Where Heartland was 
a graphic adventure with cute 
elements and puzzles (of sorts), 
Sidewize is a down-to-earth 
space blast with nothing to 
think about except dodging 
the aliens or blowing them 
away. 

The game is set on four 
worlds, each with differing 
attributes and characteristics. 



Your mission is to simply wipe 
out everything that gets in your 
way. 

In between each world you 
get to travel through a stretch of 
space and at the end of each 
level you meet a serious looking 


monster which takes a heck of a 
lot of blasting away. 

Omnicron (the forest world) 
starts off fairly easily with your 
little guy in his spacesuit 
drifting over a background of 




stars which are happily 
scrolling from right to left. 
There's no sign of the ground at 
this point - you've got battle 
through lots of levels of nasties 
before you get down on to the 


from right to left, on separate 
levels, giving an impression of 
depth into the screen - rocks in 
the foreground move faster 
than trees so it looks like the 
trees are further away etc. 


surface. 

Shortly a row of remarkably 
un-menacing circular things 
flies on to the screen from the 
right-hand side and sits in the 
middle of the screen. 
Employing your standard 
machine pistol affair, you 
destroy the entire line. 

The sound effects are 
wonderful - you can almost 
hear the little suckers burst 
when you hit them - it's a bit 
tough over the roar of your gun. 
The bad guys are upset now, 
and they send on a diagonally- 
flying row of serpent's heads. 
They look worse then they are, 
and you can clear the screen in 
a couple of short bursts. 

Take out the remaining of 
attack waves - easy (ho-hum), 
and you'll find yourself down 
on the planet's surface. 

At this point, it's probably 
sensible to talk a little about the 
graphics. They're all single¬ 
colour (green on the Forest 
World for example) on a black 
background. Everything scrolls 



The man sPi ce t it's the 
l° ne 'E!f not, but a a t the 
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The actual gameplay draws, 
very neatly, on elements from a, 
host of coin-op 
classics. There's 
a little jetpac, a 
smattering of 
Scramble (in the 
later levels in 

























the caverns), a bit of Centipede 
(the movement patterns of 
some of the aliens are very 
much like the big bug) and 
more than a couple of tads of 
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Phoenix (the twirly-swirlyness 
of the aliens). There are also 
walls which crop up very fast 
and unexpectedly here and 
there which will kill you quite 
happily should you collide with 


them. 

Sidewize is certainly 
remarkably difficult, and you'll 
need a good deal more than just 
a handgun if you're going to 
reach the head-honcho bad guy 
at the end of a planet level. 

Just as well, then, that there 
is a while host of other 
accessories that you can pick up 
which will make life a little more 
tolerable if not exactly easy. 

First off there's the laser, 
which is completely great and 
lets you cut through almost 
anything like a razor through 
butter. There is als a tri- 
directional fire affair which 
causes you to fire at 45 degree 
angles, as well as directly 
across the screen - very handy 
for taking out those double-line 
flight formations. 

On the defence side, you can 
collect a very strange sort of 
shield which is constructed 
from two spheroid things. They 
cycle round your body and will 
take out most things that 
attempt to get at you. Then 
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HINTS AND TIPS: 

• Usually it's best to hang back 
on the left of the screen so you 
can see what's conning. 

• Choose your weapons care¬ 
fully! Lasers are fairly accurate, 
but need more than one hit to 
destroy most things. The tri- 
directional fire is best when the 
screen gets cluttered. 

• Pick up any bonus objects 
you see. The ball-shield is vital, 
as is the + which gives additio¬ 
nal firepower and the arrows 
which give you faster move¬ 
ment around the screen 



(almost essential for the wall- 
doding section). 

• Each big monster needs to be 
killed in a different way. Try 
shooting in the tail or the head. 



there's extra lives you can pick 
up, and an extra fast speed 
option. 

After working through the 
ground part, you come to the 
inevitable climax, which 
involves being attacked by a 
monster of some sort that is at 
least three times bigger than 
you. Depending on which level 
you're on the most will look 
vaguely appropriate. 

On the first level, your foe is 
an extremely tall version of 
yourself, and he fires extremely 
madly. On later levels you 
encounter a wind god and 
finally, for some reason that is 
too hard to fathom - a giant 
prawn! Each opponent has to 


be defeated in a different 
manner, which means either 
shooting it in the head or the 
bum or the middle. 

After the forest world, you 
move to the desert, then the ice 
world, and so on. While the 


aliens look essentially the same 
from planet to planet, their 
flight paths alter quite 
considerably, and a type of 
rather Ultimate-esque alien, 
that you might expect to act in a 
particular manner may catch 
you uncomfortably by surprise. 

Sidewize is the slickest no- 
messing shoot-out in a long, 
long time with a strong coin-op 
style feel. The graphics and 
movement are extremely 


polished and what 


it lacks in 
complexity it more 
than makes 
up for in 
speedB 



11 




I' 


3>n iliQIor□> -Q 

■ ML.au m mum* ml 


OIOIQJ -Q U Ok 

MU MU • JHL ML MU 



0.1 u _ gc- or- or* cz> cr 

■ a ml v/ifvaiB. 

lUOIGOlU cncn 

WWW 

a\ gu Tj'jraycTkCM 


COO GaOJOTGO 

« ML. HI ■ Lll 


caniLjiiLaiLniLjiLA 

WWW 


















A complex and deeply 
developed strategy game 
brought together to generate 
the battleground of the 
future. HYBRID is a 
combination of superb 
graphics and original 
techniques to emulate those 
fevered imaginations 
hitherto found only in 
nightmares. HYBRID 
challenges your ability to 
master this superior space 
adventure. The superb detail 
and engrossing strategy is a 
feast for the imagination. 


C84 128 cass £9.09 €84/128 
disk £12.99 AMSTRABcass 
£9.99 AMSTRADdisk 
£14.99 SPECTRUM £8-99 


4- OVER 200 ROOMS 
+ MULTIPLE ROBOT MERGE 
FACILITY 

4 WEAPON SILOS, POWER PODS 
TELEPORT CONSOLES 
' + MULTIPLE FIREPOWER Sr 
ARMOUR CHACHETS 




































BACKGROUND NOISE 


B ackground Noise looks behind the top games of the 

moment and speaks to the programmers who sweated 
blood to produce them. Background Noise looks from 
the author's point of view — at the particular programming 
problems and the way they were solved 


MYSTERY OF 
ARKHAM MANOR 


by Mike Lewis 


T he Mystery of Arkham Manor grew 
out of my interest in the fiction of 
HP Lovecraft and the role playing 
game Call of Cthullw. I’d long thought a 
game capturing the atmosphere of a 
Lovecraft novel would be interesting and 
I also wanted to create a different form of 
adventure game. I didn’t see any reason 
why adventure games should be either 
text with a few static illustrations, or 
simple arcade adventures. I wanted to 
experiment with sprites, something I had 
never used before, and create a hybrid 
form of game which offered the player a 
wide choice of additional features apart 
from the essential main idea of solving 
puzzles. 

My initial specification was to include 
text input, some text output and ani¬ 
mated graphics showing the characters 
present, actions performed, and so on. 
After a rethink, I realised that the voca¬ 
bulary of the game was going to be 
miniscule if I was going to fit all those 
graphics in! The input system would have 
to be simplified, so the player had a 
limited number of choices on display. I 
considered icons briefly, before settling 
on the idea of pull-down menus as being 
more convenient. 

The plot of the adventure was to follow 
traditional Lovecraft lines, with an inves¬ 
tigator arriving on the scene of strange 
and mysterious events - then being 
drawn deeper and deeper into the plot 
ending in a terrifying climax. One of the 
most important elements was to be the 
information which the player could accu¬ 
mulate to solve the mystery -1 thought of 
different ways this might be achieved. I 
soon hit upon the idea of making the 
character a journalist, enabling him to 
draw on sources at his newspaper and 
giving him a reason for prying around in 
the first place! 

Once the initial idea of the plot and 
game structure was fixed, the rest of the 
game began to fall into place. If the main 
character was a journalist, he could have 


a notebook for notes, and he must be 
able to exchange telegrams with his 
paper to get information. The ‘photo¬ 
graphs’ the player can take were initially 
just to be used for clues - they could be 
examined for extra information. However, 
if the player was a journalist it seemed 
logical he had to report back to his 
newspaper, so why not also let him write 
stories? The photographs can then be 
added to these stories to make up actual 
newspaper pages. 

Out of this idea came the whole 
newspaper layout screen, which enables 
you to write and lay out pages of the 
London Chronicle complete with headli¬ 
nes and photographs. These can then be 
printed out or Saved, (well, if someone 


was going to take the time to prepare a 
complete page, they wouldn’t want to 
just forget it afterwards!) 

With the plot and most of the features 
decided, I started programming, trying to 
split the game into distinct areas I could 
develop separately. This had the advan¬ 
tage of enabling me to build up a 
“skeleton” demo of the game, showing 
the features without the plot; and stop¬ 
ped me getting too bored or bogged down 
in one section! 

I started with the graphics, as this was 
the area I had least experience with. The 
plot called for a lot of locations - nearly 
100 in all, and I soon realised I could not 
fit in all the graphics in one Load. 
Fortunately, the plot resolved itself neat¬ 
ly into two halves, and I was able to split 
the game into two Loads. 

The background graphics were con¬ 
structed with my own blocks editor, 
which “snatches” a sample screen, cuts 
it up into blocks, and then compresses it. 
The editor then allows you to build up 
further screens using these blocks. Carl 



Croply, who had done some of the 
graphics for my previous games created 
the graphics for Arkham; and he used the j 
editor to produce some stunning graphics ] 
in very little space. 

The central part of the Arkham code is I 
the system which interprets the player’s ] 
commands and causes things to happen 
in response to them. This is a develop¬ 
ment of the Adventure Kernel System 
(AKS) - something Simon Price and I 
developed while at college, and used in 
Redhawk and Kwah. Arkham contains ] 
an improved version, but I am still 
tinkering with it for future games! AKS is | 
simply a command interpreter which sits 
between the input system - in this case 
menu input; and the output system - text 
and sprites. The AKS code interprets a 
database of simple commands, making 
editing the adventure simple (and sequels 
very easy!). 

When I put the AKS system running an 
initial version of the database together 
with the graphics routines I realised that 
there simply was not enough space to fit 
in everything I wanted! I had to start 
trimming, the notebook fell from four to 
three pages; I had to abandon the idea of 
letting you view the newspaper pages you 
had written on the main screen (they 
were to have reduced down in size and 
displayed in the notebook window) and 
the text messages in the database had to 
be cut, as did a couple of the puzzles. 

Arkham Manor went through a lot of 
changes over the months I wrote it, but I 
think it has come out a far better game 
than the original (rather loose) specifica¬ 
tion. Sadly, not all the ideas and features 
I wanted to include would fit. But that is 
the problem with all games - no matter 
what the machine, your code expands to 
fill it! 


Mike Lewis 
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A rgus is not taking any 
chances with The Tube. 

In the various sections 
of the game you get to play just 
about every arcade game genre 
you can name. 

It begins with a section that 
looks suspiciously like Twister 
Mother of Charlotte (remember 
that\\\), stage two looks like 
Scramble and the final main 
section is like, well, like games 
where you view a spaceship 
from above and guide it over a 
planet surface. Each section is 
played under a time limit and 
you have to play through each 
section each time. There is even 
an sort of bonus screen which is 
quite amazingly like the sort of 
quick-thinking logic games 
Hewson likes to incorporate in 
its products. Is all this bad? 
Probably not. 

The first section is probably 
the least interesting and as such 
is badly placed from a 'first 
impressions' point of view. You 
seem to be travelling into the 
screen through a grid-like 
structure towards the tube at 
the centre of the screen. 
Towards you rush assorted 
aliens and fireballs wizzing from 
one corner of the screen to the 
other and generally threatening 
to smack straight into your 
cockpit window. 

The problems with this 
section are, first, it is impossible 
to die - only your energy and 
score levels are affected and, 
second, graphically it is none 
too hot. 

Section two is better. It's like 
that age o-ld coin-op Scramble. 
For those who don't remember 



it, Scramble works like this: 
your spaceship moves left to 
right through a system of 
caverns, whilst simultaneously 
guiding your ship up and down 
to steer your way through 
between the twisting walls of 
the cavern whilst dodging 
assorted missiles which float up 
and/or down from the cavern 
walls. 

In The Tube's own particular 
Scramble variant your way is 
sometimes blocked by a vertical 
laser that must be blasted away 
before you can travel on further. 
It isn't astoundingly difficult and 
would be easy if you weren't 
still on a time limit. The 
graphics are nothing special, 
though good enough. There is 3 
an attempt at the kind of relative 


scrolling you see constantly on 
the C64 but here it's OK but 
nothing too special. 

What happens in the third 
section depends on your 
performance in the first two. 

The third section is the 
catchment area and it is your 
chance to boost the energy 
level of your ship by looting 
other ships for energy 



diamonds. How many ships you 
find in the catchment area is a 
function of your joystick 
(keyboard) control, your score 
level and your energy level 



The 
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from parts one and two. 

It works like this: you view 
your spaceship from above 
steering it over a planet surface 
looking for grounded ships. The 



rs box 

for 


Something f or fans o 

Z ery t K '° f shoot -em- 

U f: No section is 
astounding but the 
whoie is greyer than the 
sum of its parts 
THE TUBE 
Label: Argus 

S° r £8 M 9 f Ga ""°" 

Memory: 48K/128K 
Joysticks: v a rious 


Reviewer: 


_ n 


REVIEW 


the sum of its parts - the way 
the performance in one level 
relates directly to what happens 
on other levels links the game 
together nicely and I found 
myself playing it more than the 
individual averageness of the 
particular sections might 
suggest. 

Take note though, I found it 
fairly easy to get through all the 
sections once so if you're a 
joystick wizz kid you may not 
find it enough of a challenge* 


steering aspect is not too 
difficult but, as ever, you can't 
afford to waste time. On finding 
a ship you line up with it 
exactly, nose 10 nose. Then a 
docking rod extends from the 
front of your ship to the other. 
This leads you to what I will 
refer to (with no suggestion of 
rip-offness intended) as 'the 
Hewson bit'. In order to get the 
crystals (if there are any - some 
ships are barren) you need - 
within yet another time limit - 
to trace two circuit lines from 
their point of origin to the 'win' 
gate. 

To actually win the game you 
need to amass an energy level 
which will require the 
successful looting of at least 
four energy crystals. 

Curiously for such a bitty 
game the whole is greater than 


THE TUBE 128K 

Only one difference with the 128K version of The Tube -but it's an 
important one - music. The soundtrack to The Tube by Dave 
Whittaker is simply astounding. Check out last month's music 
feature for a more detailed description of it. It adds a tremendous 
amount to the game but, sadly, the best bits don't play when the 
game does - the temptation to sit at the control select screen and 
just listen to it is almost too much. More of this kind of stuff please. 
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SCORE: 0060006028 LEREL.: ' A-'"* 


VO/D 


VNWiVRSk 


L ook into my eyes. You are 
getting sleepy, ever so 
sleepy. You are going 
baaack ... baacckk .. . back to 
the time of mutant camels and 
strange colours. When I count 
three, you will awake and Jeff 
Minter will arise to rehaunt you 
down to your local software 
dealer. One,jtwo, three. 

It's true! Jeff's back with a 
vengeance. Icon design has 
lovingly converted his old C64 
hit Voidrunner to Spectrum, 
and I think its got a hit on its 
hands. 

So what kind of game is it? 
After wading through all the 
blurb, you eventually realise it's 
a basic shoot-em-up. Pure and 
simple. Just weaving around 
the screen making "neeow doo- 


FACTS BOX 


Minter madness comes to 
town - llamas , goats 
sheep. What else do you 
want? Great fun at a great 
price 


VOIDRUNNER 
Label: Mastertronic 
Author: Icon 
Price: £2.99 
Joystick: various 
Memory: 48K/128K 


Reviewer: V'P ^ (?4 
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doo boom" noises, destroying 
droids and camels alike and 
saving the Earth. No big deal for 
hardened tough guys (or tough 
persons, if you want to be 
technical). 

The game has you flying 
vertically, blasting away at all 
sorts of 'orrible meanies which 
react in different ways - some 
explode while some leave pods 
behind which have to be shot 


ships change formation as you 
zoom from level to level, each 
with an animally sort of name 
such as Llama, Goat, or Sheep. 
This insures that the amazingly 
cool tactics that you used to get 
off the last level are not 
necessarily going to get you 
through the next. 

Voidrunner is fast, colourful, 
highly playable, extremely 
addictive and a snip at the price. 
In the immortal words of 
Douglas Adams: "Boffo. A 
good one"B 


again. 

Your ship, or rather, group of 



■ uite what the connection 
between the bearded 
bbye; end. the 

new game from English 
Software is, J don't know. 

But a connection there 
obviously is because the blurb 
says that Leviathan is based on 
the video for Rough Boy . Why? 

The other thing that confuses 
me is the title. Where's this big 
ship that's referred to in English 
Software's ad for the game. I 
couldn't find it. Literally. Quite 
frankly, your craft is so small, 
it's in danger of disappearing 
up its own existence. 

About the only thing 
Leviathan-like about the game 
is its overall size - it comes in 
three Loads. The main game 
and two alternative landscapes. 

fMr ho matter. There are 
some other big things in this 
game. One of them is the 
lOodpShi f|§| 

which is quite definitely not ZZ 
Top, for which, I suppose, we 
can all be profoundly grateful. 

What's-Going-onmow factor. 

Leviathan is a Zaxxon-styie 
diagonal scrolling game. Now, 
tfib^re notnly^tepof tea, I must 
admit but I can live with it. 

Whet f find a little more difficult 
to five wih is the puniness of 
my spacecraft, and the 
enormity of everything else. 

As the screen scrolls huge 
chunks of what appear to be a 
wrecked planet come hurtling 
towards you. they can't be that 
wrecked though, because most 
of them appear to have some 
sort of installation on the 
surface, radars, rocket 
launchers, and large glass 
domes, the purpose of which is 
surely merely to be flown into. 

Pretty soon I discovered it's 
simple to avoid these features. 
Simply use the joystick of your 
choice to raise your ship above 
the height of the highest tower, 
and fly right over them. Simple, 
safe and boring. You can't hit 
anything, but then again, they 
can't hit you. So where's the 
game? 

It's just a case of flying about 
and dodging around them. 
Which should be easy, 
providing you have good 
reflexes 

Apart from the problem, that 
is, that because your ship is so 
small, and in the same colour as 
the background, you just can't 
see it 

Flying blind through a missile 
base is not easy. You're more 
than likely to fly straight up a 
glass dome. Or a piece of falling 
masonry. Yes, you can actually 


get to choose what kills you. By 
using the multMoad landscape 
facility, you are able to produce 
two further areas in which to 
die. These consist of a 

and a Greekseape 
(lots of afiens in skirts drinking 
retsina?) lift particularly bizarre, 
featuring large statues with 
spaceships whizzing in and out. 

As well as a variety of 
; inanimate objects to avoid, 
there's the odd spaceship to 



contend with too. Alerted by 
: warning radar-like beeps, you 
find yourself suddenly in the 
midst of a swirling mass of 
enemy craft. There are ten 
assorted aliens to choose from, 
not that you get much choice, it 
has to be said. Some are on the 
round side, and some come in a 
fetching pyramid shape. All of 
them are, like you own ship, 
hard to spot, and again, it's all 
too easy to end up flying 
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straight into someone else. 

I'm not quite sure what to 
make of Leviathan. Why do 
people spend a lot of time 
concocting a brilliant 
soundtrack, complete with 
warning bleeps, echoing bullets 
and sinister, thumpety-thump 
music, and leave all aspects of 
gameplay to a "close you eyes 
and pray you're lucky" sort of 
situation? Why can't I find it in 
my heart to like Leviathan? 

It's not an easy game to get 
worked up about. There's very 
little sense of challenge and 
games which appear to rely on 
luck rather than skill to win 
through don't give me much 
entertainment. 

I'm sadly disappointed that 
Leviathan has little more to 
offer than prettily decorated 
chunks of rock. And as a 
Zaxxon-clone it's a pretty poor 
show* 


FACTS BOX 


Zaxxon like , with a great 
soundtrack , but not a lot 
else. Any game inspired 
by ZZ Top has to be a bit 
suspicious 


LEVIATHAN 

Label: English Software 

Price: £7.95 

Memory: 48K/128K 

enhanced 

joystick: various 


Reviewer: 






B ats get a bad press. Quite 
unfairly they always get 
put down as nasty, flitting 
about and squeaking a lot. 
'Praps that's why they're the 
enemy in Killer Ring 
from Reaktor. 


Killer Ring is the sort of game 
to bring a spring to my step and 
joy to my heart. Remember 
Space Invaders? Dull, ploddy, 
but jam-packed with aliens to 
kill and nothing else. No radars 
to scan, no fuel-gauge to check, 
just simple blast, blast, blast. 
Well, Killer Ring is remarkably 
similar to that - or Phoenix - 
except with bats. A lot of them. 
And it's very fast. 

You begin to realise just how 
simple the game really is when 
you check out the instructions 
on the packaging. There aren't 
any. What you do get is a recipe 
for K-Ring cup cakes, and very 
tasty they are too. 

The message is simply, and 
happily: If it moves, shoot it. If 
doesn't shoot it anyway. 

So I joyfully pressed the Fire 
button and got on with the 
serious business of bat hunting. 
And they weren't anything like 
your ordinary average vampire. 
These bats fly in waves, 
preceeded by an Anti-Matter 
beam, which must be shot 
through in order to hit anything 
at all. 

As the game claims to get 
harder each time you play, even 
when you're on Idiot Level, if 
you don't can't hack it first time 
around, you're certainly not 
going to get much further each 
time you play. (Personally I 
think this is just a ruse to make 
you think you're being really 
clever when you manage to get 
past a wave.) 

After many, many, 
increasingly hard waves, you'll 
reach a spaceman, and the 


simple requirement where he's 
concerned is that if you blow his 
heart out you'll get lots of 
points and win the game. 

Killer Ring is beautifully 
simple to play. Just stay put and 
Fire at will. The odd bullet, or 
perhaps it's a bat dropping, will 
come your way, but, on the 
earlier waves at least, these are 
quite easy to dodge. What you 
may find disconcerting at first is 
the enormous amount of bat 
debris that flies about the place, 
but don't panic. Bat entrails 
may be a bit on the unpleasant 
side, but they won't damage 
you in any way. 

You'll find yourself 
represented by a gun-sight sort 
of object, which fires beams 
from the top and bottom. The 
odd bat will get past you and fly 
down behind you. Leave it until 
it comes up, round and above 
you and then give him one right 
on the nose. That'll take care of 
him, and allows you to progress 
to the subtleties of the next set 
of bats. 

The graphics are nice and 
simple. All one-colour — again a 
very similar sort of effect to 
Invaders. The bats - which do 


ARCADE 


*FACTS B< 


if'?Tu'iXtly 

l^£^jwience 

I KILLER Rjng 
I Label: Reaktor 
I Price; £ 4.99 

Author: Tony Crovvther 

Memory: 48K/128K 
Various 

Reviewer: 

look a bit like frogs (but then I 
never was very good at biology) 
- break away from the rest of 
the bunch one by one and circle 
round, in a fetching manner, 
wings outstretched, evi! grins 
on their little faces . . . 

But I digress. What we've got 
here is a nice straightforward 
game with continuous shooting 
and some good music and 
sound effects too. One happy 
reviewer* 
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COIN-OP OF T 
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6 World Wars 

7 Flying Shark 

8 Sauro 


9 Rolling Thunder __ 

10 Combat School 

This list Is compiled from one arcade In London s, s , 

...mini—iMi—i 


some real convincing replica 
weaponry, all firing very LOUD ammu¬ 
nition. Dirty Harry fans can go for 
the Colt Python handgun, while for 
£9.97 the wicked-looking Uzi Rifle 
can be yours. 

Nichols’ version of the Uzi is 
actually motorised, and fires 250 
shots per minute of roll caps - not 
one to fire in the post office. £9.97 
again. 

Finally, for £19.97, revolutionaries 
should try the Daisy AK-47 Assault 
Rifle. With single or rapid fire selec¬ 
tor and electronic sampled sound 
effects, it’s so convincing it makes 
you wonder whether the Russians 
aren’t saving the odd rouble or two by 
issuing these instead of the real 
thing. 

All products available from TOYS- 
R US and other large stores 

CHRIS JENKINS 


u< 


<< 


1 Who’s That Girl Madonna] 

2 Sixties Mix Various Oldsters' 

3 Return of Bruno Bruce Willis 4 

4 The Joshua Tree U2i 

5 KLM Mel + Kim i 

6 Keep Your Distance 

Curiosity Killed the Cat ] 

7 Sam Fox Samantha Fox 

8 Licensed to III Beastie Boys' 

9 Hit Revival 

Various Even Older sters i 
I Terence Trent D’Arby 

Terence Trent D’Arby 4 


TOP TEN COIN(. 

1 R-Type _ 

2 Out Run 


3 Double Dragon 

4 Midnight Landing 

5 1943 


G one are the days when toy guns 
were made of tin and had “Buck- 
aroo Jones” stamped on them. Miami 
Wee-type designer weaponry is all 
the rage in the toyshops. 

Entertech does a range of frighten¬ 
ingly realistic water-cannons. The 
MIS Motorised Water Machinegun 
wouldn’t look out of place on the set 
of Platoon, flashes, makes loud 
noises, has a refillable water clip 
and shoots a jet of water 30 feet. 
£12.99 for this desirable weapon. 

At £11.99 there’s Crockett’s 
favourite, the Double-Clip Baretta, 
complete with folding stock, strap 


and two clips, while if you want to go 
right over the top there’s the 
Afghan’s delight, the RPG Rocket 
Launcher with giant water canister at 
£18.94. If you’re a lousy shot, try the 
Defender pump-action shotgun at 
£7.47; this shoots a wide burst of 
water so even you couldn’t miss. 

Larami’s Z-Matic series includes 


A 


S pin-offs of a successful game 
are more often than not 
poor copies of the original, 
with arcade manufacturers 
hoping the product will sell off 
the back of the originator. 

Defender seems to be an 
exception. A brilliant concept in 
its own right, it has already 
spawned Nemesis and 
Salamander - both extremely 
playable games and now there's 
a third. Maybe the best yet. 

R-Type from Irem Corporation 
is yet another successful 
lookalike with some of the most 
astounding graphics I've seen in 
a long while. Played in a similar 
way, you've got to fly your craft 
from left to right down a long 
tunnel blasting away at a 
multitude of highly coloured 
aliens and guardian monsters. 

It's the incredible speed of the 


One more move and you’re wet 
PUNK! 




















































THE MONTH 


program and the brilliantly 
drawn graphics that make R- 
Type so special. You've got a real 
brainteaser on your hands as you 
try to work out how to get past 
the massive guardians at the end 
of each section. To destroy each 
guardian you're going to have to 
shoot it a great number of times, 
and work out a pattern of 
movement that'll get you past it 
in one piece. 

Extra fire power can be found 
in metallic balls which fit onto 
the nose of your craft. The more 
you collect, the greater the 
variety of bullets and lasers. 
Finding them is a cinch. Just 
shoot a harmless species of alien 
and pick up the jewel it leaves 
behind. Trouble is ... you've got 
to find out which of the aliens 
are the harmless ones ... 

CLAIRE EDGELEY 


BOING, ZZZZ, WOOSH, KERRANG, WAH (MUSIC TECH) 


E lectronic musicians, 

prepare to be stunned by 
the launch of an incredibly 
cheap range of powerful musical 
instruments from Cheetah 
Marketing. 

Cheetah has now produced a 
series of affordable instruments 
which threaten even musical 
giants like Casio. 

• The MS6 Polysynth Module, 
at under £250, plays six different 


sounds at once under computer 
control (that includes your 
Spectrum!). It has two oscillators 
for each of the six voices, 64 
program memories, full Midi, an 
arpeggiator for those impossible- 
to-play riffs, and sits in a 
standard 19" rack. To play it 
you'll want a Midi keyboard: 

• The MK511 five-octave 
version at under £200. 

• The MK5V with velocity 


SCIENCE FACTS AND FICTION 


I f you've read Starship Troopers or a dozen other Science Fiction novels, 
th< 
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I_ Irem Corporation 


Sega 


Taito 


Taito 


Capcom 


SNK 


Taito 


Konami 


Atari 


Konami 


st End. Thanks to John Stergldes of Electrocoin. 


I then you'll be familiar with the concept of powered armour. If you haven't, 
ifs like a medieval suit of armour, only full of electronics and motors and 
weaponry, and It was supposed to be the sort of thing that the soldiers of 
the far future were going to be wearing into battle. 

But if research being conducted at the US Army's facilities at Los Alamos 
is successful, then we may be seeing powered armour being used on the 
battlefield before the end of this century. In fact Col Oliver North is 
probably testing the stuff out right now ... 

Looking very much like a spacesuit or diving suit, the powered armour 
will have a helmet with head-up display relayed from a built in computer, 
motors which amplify the wearer's own strength so he - or she - will be 
able to carry heavy weights. Getting hungry or thirsty? no problem - check 
out the built in water, air and food supplies. It will be immune to laser 
beams, nuclear fallout, chemical warfare and more mundane but equally 
deadly things like the odd bullet. 

Whether it'll have its own jet-pack built in isn't clear, but it will almost 
certainly have heavy duty weaponry built in and linked up to the on-board 
computer. All the trooper of the future will have to do is look at something, 
blink and blammo! Hmmm, wonder what'll happen if he sneezes ... 
whoops, there goes Basingstoke! 

GARY ROOK 


response and modulation wheel 
at under £280, or even the 
monster 7-octave touch and 
velocity responsive MK7VA at 
under £400. 

# The MD8 Midi digital drum 
machine will lay down that heavy 
beat, with eight drum voices, 
each of which can be changed by 
loading a new sample from 
cassette. Cost - an amazing £150. 

• The Powerplay Electronic 
Drum Kit has five full size pads 
and a steel frame, and allows you 
to play the MD8 drum machine 
completely live, or with 
programmed accompaniment. 
Cost is around £160. 

With a Midi sequencing 
package at under £50 on the 
way, you'll soon be able to outfit 
a whole band for the cost of one 
Yamaha DX7. Well def!!! 


CHRIS JENKINS 
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TROJAN 

CAD-MASTER* 

THE ULTIMATE IN GRAPHICS TOOLS 


SUPERB GRAPHICS SOFTWARE 
ivu PLUS A TOP QUALITY T f 


64 d o r light PEN p e c 

Hp NOW AVAILABLE ON 
c SPECTRUM + 3 

Discover the exciting world of creating your 
own graphics on screen. 

• FREEHAND DRAW - 5 pen thicknesses incl. Quills 

• PAINT BRUSH - for the artistic touch 

• FILL ANY SHAPE - use all colours and patterns 

• GEOMETRIC SHAPES - circles, boxes, triangles, lines 
& banding 

• DYNAMIC RUBBER BANDING - on all geometric options 

• PIN-POINT FUNCTION - for pixel accuracy on all functions 
Plus many more too numerous to mention in this ad. All these 

features in the Program + a top quality Light Pen and an 
Instruction booklet in one reasonably priced package. Easy to 
use for creating colourful pictures or technical drawings. Ideal 
for use by all ages of micro users. Full back-up 
service from manufacturers. Available at good 
dealers or direct from Trojan Products. 

Please state which Micro. 


Micro Computer Software & Accessories 

Send cheque/P.O. to 
TROJAN PRODUCTS 
166, Derlwyn, Dunvant, Swansea SA2 7PF 
Tel: (0792) 205491. 

TRADE ENQUIRIES WELCOMED 


FOOTHILL I OUCH 


SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years) 
...SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS... 

4 CLASSIC Strategy Games packed with GENUINE FEATURES to make them the most REALISTIC 
of their kind. 


NEW 
)RELEASE^ 


CRICKET MASTER : A SUPERB SIMU¬ 
LATION OF ONE DAY INTERNATIONAL CRICKET 
- Captures the Atmosphere and Drama of the one 
day game - Weather, Wicket & Outfield Condi¬ 
tions, Batting & Bowling Tactics, Team Selection, 

Fast Spin & Medium Pace Bowlers, 4 Types of Batsmen, Select Field Layout, 3 Skill Levels, Wides, 
Byes, No Ball, Misfield, Dropped Catches etc. etc., Scoreboard, Batting & Bowling Analysis, Run Rate, 
Run Single Option, 3 Game Speeds ★ ★ Star Feature - Complete Match Overview, including Ball by 
Ball Action & Commentary ★ ★ plus Many Many More Features. 

Price £7.95 including a FREE set of CRICKET MASTER SCORESHEETS 
3 FOOTBALL MANAGEMENT GAMES ONLY £6.95 EACH 

PREMIER II : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle all of 
this? - Play All Teams Home & Away, Transfer Market that allows you to buy any player in league/sell 
your players to any other team, Full Team and Substitute Selection, Match Injuries, Match Substi¬ 
tutions, Named & Recorded Goal Scorers, Team Morale (all teams), Transfer Demands, Injury Time, 
Financial Problems, Match Attendances, Bank Loans, 7 Skill Levels, Managers Salary, Continuing 
Seasons, Job Offers or Dismissal based on your performance, Printer Option, Save Game and MORE! 

EUROPEAN II : A SUPERB EUROPEAN STYLE COMPETITION - Enjoy the atmosphere of 
European Cup Ties! - Home & Away Legs, Full Penalty Shoot-out (with SUDDEN DEATH), 2 
Substitutes Allowed, Full Team And Substitute Selection, Away Goals Count Double, Extra Time, 7 
Skill Levels, Disciplinary Table, Printer Option, Save Game, EUROPEAN II includes a comprehensive 
Text Match Simulation with these GREAT FEATURES - Match Timer, Named & Recorded Goal 
Scorers, Corners, Free Kicks, Goal Times, Injuries, Bookings, Disallowed Goals, Injury Time, Penal¬ 
ties, Sending Off and MORE! 

★ SPECIAL FEATURE - transfer your PREMIER II winning Side into EUROPEAN II ★ 

Both these GREAT games can be played separately or as companion games 

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION - Takes 
you from the first warm up friendlies through the qualifying stages and on to THE FINALS! - Squad of 
25 Players, Select Friendly Matches, Qualifying Round, 2 Substitutes Allowed, Disciplinary Table, 
Select Tour Opponents, Players gain experience/caps as competition progresses, Extra Time Penalty 
Shoot-Out, Quarter Final Group, 7 Skill Levels, Printer Option, Save Game, WORLD CHAMPIONS 
Includes a comprehensive text match simulation - Goal Times, Bookings, Injuries, Named/Recorded 
Goal Scorers, Injury Time, Match Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE! 

All games for ANY 48K SPECTRUM, supplied on 
tape with full instructions and price includes P & P. 

GREAT VALUE - Any 2 Games Deduct £2.00 from 
total 

SUPERB VALUE - Any 3 Games Deduct £3.00 
from total 

FANTASTIC VALUE - Buy all 4 Games Deduct 
£5.00 from total 

These games are available by MAIL ORDER ONLY 
via bur First Class Service. All are available for 
IMMEDIATE DESPATCH by 1st Class Post 
and are securely packed. 

V From: E & J SOFTWARE, Room 1,37 Westmoor Road, ENFIELD, 
Middlesex EN3 7LE 


patrolled by fiendish (but very 
square) robots which zoom 
back and forth along 
predetermined lines. The robot 
movement patterns are 
predictable so it is possible to 
learn their routes and avoid 
them (in theory - actually you 
crunch into a wandering 
security robot surprisingly 
often) but none of this is the 
point of the game. 

Getting out of the exit 
involves persuading a laser 
beam to hit it. The laser is in one 
location and the exit in another, 
and the laser is powered up by 
standing on the exit. So far so 
good - find the exit, stand on it 
and .. . Zap. Well, no . . . 

The only way to get the laser 


R ebel manages to be a 
strategy game disguised 
so effectively as an 
arcade game that it may 
simultaneously appeal to both 
strategy fans who like to think 
about game moves and the 
most brain-frazzled joystick 
junkie who gets bored if 
something doesn't happen 
every .001 seconds. 

All this and a highly original 
game concept too! 

Rebel is all done with mirrors, 
the basic game plot being so 
astoundingly simple that a 
complete dunderhead (even 
me) could grasp the game 
mechanics in about thirty 
seconds - getting it right 
however is another matter 
entirely. 

Never mind all the details of 
the plot the gist of it is this: 
There are ten levels and on each 
the idea is to escape. Now the 
exit is pretty easy to find despite 
the fact that each level is 


beam to strike the exit is by 
bouncing the beam around the 
screen using a series of mirrors. 
Your droid (which looks 
remarkably like a tank) can pick 
up, put down or turn mirrors by 
180 °. 

The strategy therefore is to 
work out where to place each 
mirror and what direction it 
should be facing so that the 
laser beam bounces around 
between the mirrors and ends 
up at the exit. Mirrors can only 
be placed in special squares 
and only one combination of 
mirror placements and 
orientation will work. 

It may sound awesomely 
difficult - and it is - but you can 
work out placement strategies 
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that will help. For example the 
last mirror must go in a square 
directly north, south, east or 
west from the exit, the next 
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from that one and so on ending 
up at some point with a square 
which is directly north, south, 
east or west from the laser. Get 
the idea? All this whilst dodging 
roving robots. 

Having got through the first 
level (I just thought I'd mention 
it) I can exclusively reveal that 
the second level is harder and 
fetures, along with roving 
androids, droid trains hurtling 
along railway lines. Having also 
ventured into Level 3 (thought 
you might just like to know); I 
can warn you that the exit is 
acros a river with one bridge 
which is seriously guarded by 
robots. 

Despite the simple idea Rebel 
is extremely well programmed. 
The relatively simple (OK then, 
square) shapes means that 
there is essentially no attribute 
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clash noticeable at all. 

And despite that the 
backgrounds are detailed 
including touches like shadows 
formed by trees and walls. 
Sound is tolerable but hardly 
matters on a game like this 
anyway. 

So. Is this a 100%, no 
compromise, rabid enthusiasm 
review? Not quite. It would have 
made an absolutely fabulous 
budget game game but at full 
price I can't help thinking that 
the total of only ten different 
levels is too low. The problem is 
then when you solve a level 
you've cracked it - you are 
more or less (subject only to 
avoiding androids which have, 
anyway, fixed movement 
patterns) assured of always 
completing that level every time 
you attempt it. 

I can see some people 
finishing this game in about a 
week with a bit of dilligence. 

Nevertheless for originality 
alone Rebel deserves serious 
praiseB 


SHEKHANA COMPUTER SERVICES 


EJ ORDER BY CREDIT CARD HOTLINE 01 

★ ★★ SPECTRUM ★★★ ★★★ SPECTRUM ★★★ 


348 2907 (24 hrs) es 

★ ★★ SPECTRUM ★★★ 


OUR PRICE 

OUR PRICE 

OUR PRICE 

Elite 6 Pack II . 

.7.50 

Tank. 

.5.50 

Wizball. 

.5.95. 

Battleships. 

.5.95 

Lightforce. 

.5.50 

Aliens. 

.6.99 

Sky Runner. 

.5.99 

Ninja Hamster. 

.5.50 

Mystery of the Nile. 

.5.50 

Super Soccer. 

.5.50 

Napolean at War. 

.7.96 

Cyruss II Chess. 

.9.95 

Mutants. 

.5.50 

Arenham. 

.7.95 

Prohibition. 

.7.50 

Catch 23 

5 95 

Gallipoli. 

.7.95 

Bismark. 

.6.99 

Theatre Europe. 

.6.99 

Tai Pan. 

.5.50 

Game Over. 

.5.95 

Gun Runner. 

.5.50 

Zynaps. 

.5.50 

Killed Until Dead. 

.6.99 


.5.95 

Nemises. 

.5.50 

Cholo. 

.9.95 

Fairlight Legend 

6 99 

Warlock . 

.6.50 

Black Lamp. 

.7.50 

Sentinals. 

.6.99 

Into Eagles Nest. 

.6.99 

Artist II-48K. 

... 12.95 

Conflicts 1 

6.99 

Barbarian. 

.6.99 

Elite Trio Pack. 

.7.50 

Gauntlet 

.. . 6.50 

Wiz. 

.5.95 

Rebel. 

.7.50 

Uridium 

. ... 6.50 

Mask. 

.5.99 

Vulcan. 

.7.95 

Konamis Golf. 

.5.50 

Last Mission. 

.6.95 

Advance Art-128K. 

... 19.95 

Guild of Thieves 

9 95 

Durell Big 4. 

.7.50 

Tobruck . 

.6.99 

Elite. 

.9.95 

Army Moves.. 

.5.50 

F-15 Strike Eagle. 

.7.50 

Spitfire 40. 

.7.50 

Annals of Rome.. 

.... 10.95 

Yankee.. 

.7.95 

Sabateur II. 

.5.50 

Metro-Cross. 

.6.50 

Slap Fight. 

.5.50 

B Cloughs Foo’ball 

12 95 

Desert Rats. 

.6.99 

Zulu Wars. 

.6.99 

The Last Ninja. 

.7.50 

Winter Games.. 

.5.50 

Bubble Bobble. 

.7.50 

Tomahawk 

7 50 

Leader Board.. 

.6.99 

Spy v Spy II. 

.6.99 

World Games 

6 95 

World Leaderboard. 

.6.95 

Nick Faldos Golf. 

.2.99 

Jddgg Doath 

7 50 

Battlefield Germany 

10 95 

Conflicts II. 

.5.50 

Nemesis the Warlock... 

.6.50 

Cosmic Absorber. 

.5.50 

Dogfight 2187. 

.6.99 

Armageddon Man 

10 95 

Monopoly. 

.6.99 

PSI-5 Trading Comp. 

.6.50 

Scalextric 

6 99 

Silent Service. 

.6.99 

Falcon. 

.6.99 

Pulsator 

.5.50 

P.A.W. 

.... 19.95 

Bomb Jack II. 

.5.50 

Fairlight II. 

... 6.99 

Graphic Creator. 

.... 19.95 

Ikari Warrior. 

.5.50 

TT Racer. 

.6.99 

Shockway Raider. 

.5.50 

Edge Classics. 

.6.50 

Bounty Hunter 

6 99 

Star Raider II . 

. ... 6.99 

Football Manager. 

.2.99 

nf Prjtftin 

6 99 

Auf Wiedersehen 

5 50 

Top Gun. 

.5.50 

High Frontier . 

... 5.99 

Sold a Million 3. 

.7.50 

Inter Karate. 

.2.99 

President. 

.6.99 

Athena. 

.5.95 

Now Games 4. 

.7.50 

Micronaut 1. 

.7.50 

PSI Chess. 

.6.99 

Jail Break. 

.5.50 


.6.50 

Fist II. 

.6.99 

Renagade. 

.5.50 

Animator 1. .. 

.. 7.50 

Elite 6 Pack. 

.6.99 

Quartet. 

.6.99 

Dr. Livingstone. 

.6.50 

Starglider. 

.... 11.95 

Wonder Boy. 

.6.99 

RoadRunner. 

6 95 

Head Over Heels. 

.5.50 

Paper Boy. 

.5.50 

★ ★★ JOYSTICKS ★★★ 

Trivial Pursuit. 

.... 12.95 

Aerojet. 

.6.99 

Professional Plus. 

... 18.00 

Gunship. 

.7.50 

Express Raider. 

.6.50 

Formula 2 Joystick. 

... 12.95 

T.P Question Pack. 

.5.95 

2 on 2 Basketball. 

.5.99 

Kempston Interface. 

.7.95 

5 Star Hits. 

.7.50 

*** ACCESSORIES 

*** 

Ram Turbo. 

... 12.95 

Basket Master.. 

.5.95 

AMX Mouse/Art/Op..... 

... 59.95 

Multiface 128 

44 95 

Arkanoid . 

.5.50 

Lightpen + Interface. 

... 19.95 

Cheetah Mach 1. 

... 13.95 

Thing Bounces Back.... 

.5.50 

RAM Music Machine. 

... 45.95 

Comp Prn 6000 

13 95 

Elite 6 Pack 

7 50 

Specdrum.. 

... 28.95 

Fantastic Stink 

6 99 

Shadow Skimmer 

5 50 

Artist II-128K. 

... 14.95 

Quick Shot II Turbo. 

... 13.95 

Enduro Racer. 

.6.99 

Winter Games-128K. 

.7.95 

Quick Shot II. 

.7.95 

Silicon Dream. 

.9.95 

ThePawn-128K. 

.9.95 

Pro 9000 

. . 13.99 

Survivor. 

.6.95 

Plus 2 Dust Cover. 

.4.99 

KonixSpeedking. 

... 11.99 

Terror of the Deep. 

.6.99 

48K Dust Cover. 

.4.99 

Cheetah 125+. 

.7.95 

Sidney Affair. 

.6.50 

Azimuth H. Alignment 

.7.50 


ir included in UK. Europe add £1 per tape. Elsewhere add £2 per tape. 

Mail Order address:/callers 

Cheque/PO payable to; S.C.S (SU), 655 Green Lanes, London N8 OQY. 

If you would like to pick up your discount software from our shop, please 
produce your copy of this advert for above discounts To SCS, 221 Tottenham 
Court Road, London W1R 9AF 

~Near Goodge St Station - Open 6 days a week 10.00am to 18 00pm . j 

or 655 Green Lanes, London N8 OQY (Nr Turnpike Lane tube stn) Mnpn 
Barclaycard and Access hotline ring: 

__ . X 01-348 2907 / 340 8565 / 631 4627 1 

Cred'tcard orders despatched same day. Subject to availability, 
r New Releases subject to availability from Software House. Please ring for availability 
Above discounts valid until 16/8/87 only 


































































































































































For all those who Announcing a competition you 


want to win £250 can enter without a coupon, 


in the Electronic a stamp or an envelope. All 


Yellow Pag 6S you need to do is follow the 
competition, here’s instructions in the panel oppo- 
the answer, site to programme Electronic 


Yellow Pages into your 



computer. Answer one simple 


question and enter your name on the screen, and you then stand a 


chance of winning £250 or one of the many other cash prizes. 


But ours is not the only competition you'll find on Electronic 


Yellow Pages. Rivalry is fierce between different plumbers, car 

























rental companies, builders and other competing advertisers. 


Each one can display their latest rates and special offers. So if 


you want to compare the prices of several different firms, just 


HOWTO ENTER 

First, you must programme your 
terminal to connect to EYP: 

tap a few keys to find the lowest quote. Electronic ifyou have a videotex terminal 

with a Database Directory, 
simply add EYP and the appro¬ 
priate telephone number below 
to the menu, as shown in the 
terminal handbook; 
if you have a Teletype terminal. 

Yellow Pages already covers all of London, (e.g. a microcomputer) simply 

^ set up a profile for EYP using 

the relevant telephone number 
and technical settings. If you 
are not sure how to do this, ask 
your computer supplier. 

To gain access, dial the number 

Guildford, Reading and Watford. To find out more you've programmed and, once 

connected, you'll be asked for 
a user ID number. Simply enter 
the special competition ID 
shown below, and follow the 
instructions. 


about how this new service works, or if you 


have any difficulty gaining access, phone our 


Helpline on Reading (0734) 506259. And even if 


ACCESS NUMBERS 

For Teletype 300/300 

Dial: Reading (0734) 586255 

Enter ID: 5005 

For Teletype 1200/1200 

Dial: Reading (0734) 597231 

Enter ID: 5005 

For Videotex 1200/75 

Dial: Reading (0734) 585151 

or go to Prestel page 3813 

Enter ID: 5006 

Like the whole EYP database, 
entering the competition is free. 
TECHNICAL SPECIFICATION 
Technical settings for EYP are: 

7 data bits, 1 stop bit, even parity 
PRIZES: 

1st £250; 2nd £100; 3rd £50; 
150 consolation prizes of £20. 
The closing date for entries is 
30th September 1987. 


you don't 


Electronic 


win the competition, you'll still find that 


Yellow Pages offers many rewards. 




















Got a problem? Then send for help! Write now to: Hewson f Graham Close, Blewbyry, Oxfordshire 


The trouble with 
subroutines 

Parameter errors put right 


N eville Young of Falkirk is 
writing a Basic program 
which uses a number of GOSUB 
subroutines. He writes: I have a 
routine which is called from all 
over the program and I pass the 
parameters for the routine in an 
array that is set up before the 
GOSUB call. This works fine, 
but a problem arises if the 
subroutine discovers an error in 
one of the parameters because I 
then stop the program with the 
print-out telling me that one or 
more of the parameters is 
invalid. Can you tell me of any 
way of finding the line and 
statement number of the 
GOSUB that called this 
subroutine, as it is here that the 
error has occurred, not within 
the subroutine itself. Neville 
has put his finger on one of 
several weak features in 
Spectrum Basic, namely that it 
is not possible to pass 
parameters to a subroutine in 
the subroutine call. The 
standard call to a Spectrum 
subroutine is 
GOSUB x, 

where x is the line number of 
the first line of the subroutine. 

It would be much more useful 
if you were able to use 
something like the following: 
GOSUB Fred (a,b,c,X$,Y$) 
where Fred is the name of a 
subroutine being called, the 
letters a,b and c represent 
numerical parameters being 
passed to the subroutine and 
X$ and Y$ are characters being 
passed to the subroutine. 
Obviously it would be useful to 
be able to pass as many 
parameters as you required to 
the subroutine in question. 

In order for this system to 
work the subroutine would 
have to be identified with a 
matching line such as 1000 SUB 
Fred (p,q,r,A$,B$), where 1000 
is the line number of the 
subroutine and SUB identifies it 
as a subroutine with the name 
Fred and with the five 
parameters. This is the sort of 
facility which does exist in 
some other versions of Basic 
and other high-level 
programming languages. 

The Spectrum doesn't have 
this kind of facility so Neville is 
working around the problem by 
passing his parameters in an 
array, the values of the array 


being met immediately before 
the subroutine call. Once the 
subroutine has been called, 
there would appear at first to be 
no way of indentifying which 
GOSUB in the program actually 
called the subroutine. 

I can, however, think of two 


number stored previously, 
deletes the stored information 
from memory and jumps back 
to one beyond that line number 
and continues executing the 
Basic program. 

The program in Table I 
demonstrates how a couple of 


H elp! cries David Thomson 
of Dundee. Help! Help! 
Help! Please can you tell me 
how to save a headerless 
program? Sure can, David. Look 
at Table II where you'll find two 
machinecode routines for 
saving and loading headerless 
files. Please note you need to 
know the start address and 
length of the program to be 
saved and loaded when using 
those routines. 


TABLE I. Program to demonstrate how to find the line and 
statement number from which subroutine was called 

100 GOSUB 1000 : GOSUB 1000 
200 GOSUB 1000 
300 GOSUB 1000 
400 GOTO 100 

\k 

1000 LET SP = PEEK 23613 + 256*PEEK 23614 +2 
1010 PRINT "LINE NUMBER; PEEK SP +256* PEEK 
(SP+1); "STATEMENT NUMBER"; PEEK (BP+2) - 1 
1020 RETURN 


PEEK instructions can be used 
to look-up the line number. A 
further complication, which is 
not demonstrated in Table I, is 
that if GOSUB 's are nested, ie, 
subroutines are put one inside 
another so that a subroutine 
calls another subroutine then 
your have to be careful to look 
up the correct line number 
when determining the line 
number of the GOSUB call. 
Broadly speaking what happens 
is that the area used for storing 
the line numbers grows 
downwards in memory from 
the top. 


ways of making such an 
indentification possible. The 
more transparent way, which is 
therefore probably the better 
one is to set a parameter in the 
array which indicates which 
GOSUB call is doing the calling. 
For example, if the subroutine is 
called from ten different 
locations within the program at 
lines, say, 100, 500, 1200, 1900, 
etc, then one of the parameters 
passed in the array would be 
the line number at which the 
call is made ie: 100, 500, 1200 
1900, etc. The subroutine could 
then look at that particular 
parameter to determine where 
its call had come from. 

The other way of doing the 
job is to look up the value of the 
line number from which the 
program has been called in the 
GOSUB stack at the top of the 
Spectrum memory. The 
program in Table I 
demonstrates how the GOSUB 
line number is stored. If you 
think about it, it's obvious that 
the line number to which the 
return is to be made must be 
stored somewhere in memory 
because otherwise the 
computer would lose track of 
where it was supposed to be in 
the Basic program. What 
happens is that when the Basic 
interpreter comes across a 
GOSUB instruction, it stores the 
line number of that GOSUB 
instruction, right at the top of 
memory. When it encounters a 
return instruction subsequently, 
it looks up the value of the line 


TABLE II. Two routines to Save and Load MM bytes of data 
starting at address NN on tape in a headerless file 


DECIMAL 

167 

62 255 
221 33 ? ? 
17 ? ? 

205 194 4 
201 

55 

62 255 
221 33 ?? 
17 ? ? 

205 86 5 
201 


ASSEMBLER COMMENT 

AND A Clear carry flag 

LD A, 255 Load A with 255 

LD IX, NN Save address NN 

LD DE, MM Length to be saved is MM 

CALL 1218 Call save routine in ROM 

RET Return 

SCF Set carry flag 

LD A, 255 Load A with 255 

LD IX, NN Load at address NN 
LD DE, MM Length to be loaded 
CALL 1366 Call load routine in ROM 

RET Return 


Document - 
Or not? 

H hat are 'undocumented 
280 instructions? asks 
Michael Timberlake of 
Worksop, and why aren't they 
documented? Good question, 
Michael. Let me try and explain. 
The 280 micro processor which 
lies at the heart of the ZX 
Spectrum (and many other 
micros like the Amstrad CPC 
range) was developed from an 
earlier microprocessor - the 
8080 which in turn was 
developed from previous work. 
By my calculations the Z80 has 
about 600 different instructions 
documented in its instruction 
set It's been a hugely 
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successful microprocessor chip 
and is now manufactured both 
by the original manufacturers 
and by many other companies 
under licence throughout the 
world. It has been developed 
and improved over the years, in 
particular such that certain 
grades of chip will run faster 
than other grades. The 
Spectrum uses the so-called 
Z80A version which will run at 
4 MH 2 which means that it 
executes a part of an instruction 
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HEWSON HELPLINE 



A leading question 

| own and Alphacom 32 


Printer, writes Darryl Sykes 
of Huddersfield. I would like to 
know if there is a lead that can 
be used to attach it to the 
RS232 port of my 128K 
Spectrum. Sorry Darryl, the 
Alphacom printer uses the 
original ZX system and is 
designed to couple to the 
extension port on the back of 
the original ZX Spectrum. The 
system used is completely non¬ 
standard - unique ie peculiar to 
the Spectrum alone and there is 



alas no way of converting it to 

run on an RS232 port. 


How fast is 3 inches? 


T here has been a lot of 
publicity about the new 
Spectrum 128K+3 with built-in 
3 inch disc drive, writes Michael 
Hayes of St Albans. Do you 
know how fast it works and 
also are you able to use such 
techniques as you do with tape 
such as flashy hyperload 
systems? The Spectrum 128K+ 
3 in my opinion is an excellent 
development. I have felt for a 
very long time that what the 
huge user base of Spectrum 
owners in the UK required was 
good solid reliable hardware. A 
year ago Amstrad gave us that 
with the 128K+2 with its built-in 
cassette interface. Although the 
interface was felt to be 
unreliable in some quarters, I 
personally have never had any 
problem with it and I have 
found very few people who 
have encountered real 
difficulties. The addition of a 
built-in disc drive is a great 
relief and opens up all kinds of 
possibilities for the machine. 

The drive is reasonably fast 
and compares well with other 
machines on the market. It is 


infinitely better than the disc 
drive on the Commodore 64 
and Commodore 128 although 
I'll probably be lynched for 
saying so. I have always felt that 
disc drives should mean you 
only have to wait two or three 
seconds for your software to 
appear on the screen. The 
Spectrum Plus 3 with its 128K 
memory more or less achieves 
that. I therefore very much 
doubt if we will see the kind of 
hyperload systems that are 
common on C64 discs because 
they are, frankly, unnecessary. 

By the way, I have been 
keeping very quiet about the 
Spectrum 128K+3 because 
Amstrad told me about it very 
early on in its development on 
the understanding that I would 
not let the cat out of the bag. 
Therefore I have not had the 
opportunity to write about it in 
the column before. I have 
decided that since Michael 
Hayes raised the subject he 
wins this month's pirate copy of 
Zynaps to play on his favourite 
computer. 


four million times per second. 
Other versions of the Z80, such 
as the Z808 run faster at 6 or 
8 MHz. The 600 or so 
instructions which make up the 
'documented' instructions set 
are not alt independent 
nstructions. Very many of them 
are made up of bits and pieces 
of other instructions. A simple 
example of this is the 
ID BC, m 

instruction, which tells the chip 
to load the BC register pair with 
a number NN. This instruction 
is clearly linked to instructions 
like 

LD B, 0, 

ID DE, NN 

and 

ID 8, N 

The internal structure of the Z80 


which handies the similarities is 
obviously very complicated. 
You can think of it as an 
immensely more complicated 
version of the London 
Underground system or any 
other network where there is 
more than one way of getting 
from one place to another using 
the system. 

For example, imagine that 
you want to travel from Kings 
Cross to Victoria. The obvious 
way is to catch a Victoria line 
tube train which links these two 
stations directly and is fast and 
direct. However, there is 
another line which runs 
between the two stations round 
in a circle via Liverpool Street 
and Tower Hill. You can travel 
from Kings Cross to Victoria 


without changing on the Circle 
Line, but it will take you rather 
longer than on the Victoria Line. 
If you asked an official from the 
London Underground for 
advice, he would tell you 
without hesitation, to catch the 
Victoria Line and would not 
even mention that you could 
travel on the Circle Line if you 
felt like it. However, if you knew 
what you were doing, and has 
some experience, you might 
choose to travel on the Circle 
Line, perhaps because you 
wanted to collect something at 
Liverpool Street on the way 
past. This is an example of the 
sort of thing that can go on 
inside the Z80, If you know what 
you are doing, you can work out 
other ways of doing the same 


job which are not 'official' or 
'documented', but which may 
have some advantage 
particularly for what you want 
to do. 

There is a risk in using these 
undocumented instructions, 
because nobody knows for 
certain that all Z80 chips that 
have ever been made will 
execute the same 
undocumented instructions, 
^Clearly, you should only use the 
documented instructions when 
writing software for use by 
more than one machine. 

It is fairly easy, by following 
the patterns in the Z80 
instructions to locate the gaps 
in the instruction set and guess 
at instructions that might lie 
within these gaps. 



































Twice the 


At last, the most realistic and exciting sword-fighting game for the home 
computer. One or two players - tight against the computer or a friend. 

"Remarkably impressive... a real slice Y dice fight" - Crash 
"A real winner" - Commodore User 
"Animation is most realistic we've yet seen"-C&VG 
"Buy it" -Sinclair User 

C64, Spectrum, Amstrad cassette £9.99, C64, Amsfrad disc £12.99. 
Includes large colour poster. 





COMMODORE SPECTRUM AMSTRAD 


A unique and hilarious action back-packed adventure that combines 
the fun and skill of arcade games with the complexity of an adventure. 
Joystick and brain required! 

"As always Palace have come up trumps... another spiffing game. It has 
a style and sense of humour that smacks of the old Empire days" - 

Computer Gamer 

"If you're a games player desperate for something different then lake a 
look... very clever and very playable" - C&VG 
"Rarely have I seen the idea of the icon-driven adventure implemented 
with such style and sense of humour... enough to capture the 
imagination of the most jaded player" - Popular Computing Weekly 

C64, Spectrum cassettes £9.99, 

C64 disc £12.99. Amstrad version 
available soon. 

All versions include large colour poster. 


AVAILABLE FROM ALL GOOD COMPUTER GAME STOCKISTS, OR BY MAIL ORDER FROM: 
PALACE SOFTWARE, 275 PENTONVILLE ROAD, LONDON Nt 9NL. 

SEND CHEQUE OR POSTAL ORDER. ADD 80p TO THE ABOVE PRICES FOR POSTAGE AND PACKING 
ACCESS AND BARCLAYCARD HOLDERS TELEPHONE 01-278 0751. 
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W ell I don't know about 
you but I haven't got a 
clue as to what all 
these Gobot things are about. 

After spending ages and ages 
ploughing through the 
apparently endless 'book' (you 
load it into the Spectrum and 
flip from* page to page - more 
economical than a novella) and 
considerably more time than 
was comfortable listening to the 
audio tape Theme to the 
Challenge. I was none the wiser. 

Apparently some of your 
mates have been captured by 
an evil fiend by the name of 
Gog. To rescue them you must 
destroy everything on the 
surface of the planet, or 
something. 

No matter, the game itself is 
rather good. It's all horizontally- 
scrolly with er, 'bold' graphics 
(ie blocky), a fair bit of colour 
and a lot of killing. 

It's been written by Tony 
Crowther and Ross Goodley 
who've obviously been heavily 
influenced by Jeff Minter. 

The screen is a bit difficult to 
explain movement-wise. As you 
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can see, there's a ceiling and a 
floor, with a mountain range or 
something in between. Well, 
the mountains jiggle up and 
down a bit and it's possible to 
fly in either direction or - and 
this is where the Gobottian 
element comes to the fore - 
land on either the ceiling or the 
floor and trundle along. 

While you are in the air you 


look like a sort of dart, and 
when you land, you mutate into 
a standing-up robot - standing 
the right way up on the floor or 
upside down on the ceiling. 

Flying around is decidedly 
hairy at first, and you go very 
fast indeed. As you fly gravity 
pulls you to the top or bottom, 
toward whichever surface you 
are nearer at the time. As a 


facts box 


Worthwhile licence that 
stands up on its own. 
High-energy blast meets 
quirky oddity and fney 
both come out of it weh 
CHALLENGE OF THt 
GOBOTS 
Label: Ariolasoft 
Price: £8.95 
Author: Tony Crowther 
and Ross Goodley 
joystick: various 


result, most of your time will be 
spent waiting for a new man to 
appear after smashing 
headlong into something 
dangerous. Either that or one of 
the many enemy robots will 
knock you out. 

Good news then that an 
editing section has been added 
enabling you to tailor certain 
aspects of the game (speed, 
gravity, etc) in order to make 
things a bit easier. 

After I'd tweaked down the 
gravity a bit I started to do a 
little better. Along both surfaces 
are large white egg-like things 
which are apparently bases. 
Providing you have picked up a 
couple of the little robots which 
can be seen scurrying along the 
surface - Scooters - you can 
press the bomb button and 
drop one of the little suckers on 
top of the installation, blowing 
it to bits in a most gratifying 
manner. 

Destroy the correct number of 
bases, you'll move on to the 
next level. 

Yes I know it's pretty 
disappointing the next level is 
almost invariably virtually 
indentical to the previous one 
save the fact that there are a few 
more varieties of aliens. But it's 
still great fun. 

Gobots is actually a very 
playable arcade game that is 
anything but run-of-the-milIB 


Reviewer: 


★★★im 


for^e V gf*?^”« ; We r «pon s ,ble 

|Prite HtTef^eToco SCr °" ir,g big- 

I loco , 

Monty Mole P (f> 0nS / Grern * 

' Watt (Alligati —r 

(Reacktor, 1987) Killer Ring 

R °ss goodley* 

game design res P°nsibl e for 

‘o. 

MKANOID 


































PNEUMATIC HAMMERS 


OLYMPIC SPECTACULAR 


ARCADE Label: Firebird Price: £1.99 Memory: 48K/128K Joystick: none 
Reviewer: Andy Moss 

Sad little budget game. Not much cop 


J ust because a game's in a budget range shouldn't mean that it's a 
poor quality product. Pneumatic Hammers well and truly squashes 
that theory. First of all there are spelling errors in the opening 
screen, and then in the game proper there's no joystick option. I ask you, 
in this day and age, not even a Kempston look-a-like! The game is 
littered with attribute clash and the instructions are wrong. Apart from 
that there's a semblance of a game in there somewhere, it just suffers 
from plain bad programming^ 


☆☆☆☆☆ | 


CAPTAIN KELLY 

ARCADE Label: Bug Byte Price: £1.99 Memory: 48K/128K Joystick: various 
Reviewer: Andy Moss 

Re-released 'save the space station'game. Some tricky 
problems to solve on the way 

N o, not our esteemed Editor becoming a computer game tie-in, but 
a re-release of an old Quicksilva number that's actually still quite 
good. The aim of the game is to take over control of a space ship, 
that's run by robots. A bit like an early version of Paradroid but without 
the frills. 

Captain Kelly is not just a "do it to them before they do it to you," 
game, it does have some complex scenarios to work out in order to 
complete it. For example, getting in to the radio room and locking on to 
orbiting satellites to beam extra energy into your power pack. It's 
because of all these extra bits that I really enjoyed the game, and with 
seven levels to work through you're going to get your £1.99's worth. 


that's for sure! 


★ ★★★ 
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FLASH GORDON 


ARCADE Label: Mastertronic Author: Icon Design Price: £2.99 Memory: 
48K/128K Joystick: various Reviewer: Tony Dillon 

After a boring start, this multi-load arcade-adventure 
really gets going. Good budget release 

A decade ago, you could go to the flicks of a Saturday morn' and 
see part of a weekly serial, probably the most famous of these 
being Flash Gordon. But, alas, it had to end. Many of the cinemas 
either closed down or simply just stopped showing serials. But Flash 
Gordon wasn't gonna stop there, no sirree. He was gonna fight for truth, 
justice and a computer licence. Being the great American hero that he is, 
he got it of course - from Mastertronic: one of the first heavy-duty 
budget licences. Mastertronic has left it to Icon Design to come up with 
the goods and they have done it again! 

Flash has to save the world. Fine, that's the easy part. He has to do it in 
24 hours. Simplicity itself. First, though, he has to work out the controls 
and I found this nearly impossible. 

Part 1 is travelling through a jungle, collecting items, just like Tarzan. 
Then, in Part 2, he has to fight Prince Barin to win his trust. Finally, it's a 
bike ride over a chequered landscape. 

Flash Gordon is an average game idea, very well carried out. 

I quite enjoyed it, after the shaky start of course, and I would well 
recommend buying this if you're a budget fanB 




CHESS NUTS 

WORKOUT Label: P T Cimatti, 7 Kings Road, Llandudno, Gwynedd Price: 
£3.00 Memory: 48K/128K Reviewer: Gary Rook 

If you're both a chess and computer nut, fine. 
Otherwise steer clean - strictly for the addicts! 

C hess Nuts is another example of that strange breed, a computer 
chess program which doesn't have a game in it. 

First off, you get the 1986 matches between Kasparov and 
Karpov. You can either just sit there and watch the games being played 
or you can try and remember the moves. This is great if you like 
watching paint dry. 

Then you've got Test Your Chess. The opening moves of a game are 
set out, and then you have to take over and see how well you do. But 
whatever you type in, the program will play the moves that were played 
in a real life game between chess masters; and when you're moves 
aren't right, you're never told why. 50 Mates in Two is just that - fifty 
chess problems which would have been far better left on the pages of 
whatever chess book they came from, not because they're no good, but 
because they don't work well on the computer screens 


★★★☆☆C 


SIMULATION Label: Alternative Author: Database Price: £1.99 Memory: 
48K/128K Joystick: keyboard only Reviewer: Tony Dillon 

How on earth could anyone release such tosh. Aging 
and tedious multi-event sports simulation 

I 'm sorry. I can't keep it to myself any longer. Brace yourself for a 
shock. Are you ready? I am a . .. BUDGET FAN!!! I LIKE budget games! 

I put up a fight whenever any so-called 'friends' say anything against 
my treasured collection. It's a problem indeed. 

But I think I've found a cure for my social blight. Olympic Spectacular. 
Quick, load it up. 'BEEEE-DIT-BEEE' (followed by strange beeping static 
noises). Hang on a mo, what's this on the loading screen? Micro 
Olympics? That can't be right. 1984,!? Well, it's loaded. Let's take a look 
at it. Aaargh! It's terrible!!! Eleven events and all practically the same. 
Five running events, three throwing events and all practically the same. 
Help!!! 

And it is the Database title, released years ago, and not much cop then. 
The label says Alternative. The game says 'seen it all before'. Don't even 


think about buying it! 




SUPER G MAN 


ARCADE Label: Codemasters Price: £1.99 Memory: 48K/128K Joystick: 
various Reviewer: Andy Moss 

Get back to your ship and watch out for those aliens! 


Y es folks. Codemasters has done it again and devised a splendidly 
entertaining cheapie, a cross between Jet Pak and Defender. Not 
only do you have to worry about gravity and a short fuel supply, 
but there are a number of perfectly gruesome aliens after your blood too. 

The idea is to fly through the lunar landscape, picking up fuel 
cannisters as you go, along with some ammo to replenish your laser, in 
order to meet up with your shuttle to take you back home. Contact with 
the rocky outcrops is deadly and shaking hands with the aliens is 
definitely a no-go area. The action is not as fast as it could have been, but 
I suppose this way it lends itself to more players. Not very difficult after 
you've played it a bit, but great funB 



★ ★★★ -fc 

★ ★★★ 



ULTIMA RATIO 


ARCADE Label: Firebird Price: £1.99 Memory: 48K/128K Joystick: various 
Reviewer: Andy Moss 

Fast and furious, smooth scrolling shoot-em-up. Good 
value 


I t's 33 years since galactic war broke out, and you were dong very 
nicely thank you until Ultima Ratio turned up. A nine-stage battle 
cruiser that carried multiple pulse guns, defence fighters and battle 
shields that had to be seen to be believed. Each stage must be 
completed and neutralised before you can progress to the next. The 
smooth graphics make this game, and let's face it, if you enjoy a 
straightforward shoot-em-up, as long as you've got smooth scrolling 
what more can you want? Ultima Ratio is large and colourful, fast and 
furious. Sit down, get set and push that fire buttonB 
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TRANSATLANTIC BALLOON 


GAME 


ARCADE Label: Virgin Author: Maxwell Technology Price: £7.95 Memory: 
48K/128K Joystick: various Reviewer: Deniz Ahmet 

Complete tosh. Possibly even worse than EastEnders! A 
definite no-buy 


S o Branson's down. It's all over. And who cares? Well Virgin does 
and it's put out a very bizarre game - the Transatlantic Balloon 
Challenge based on the (non)event of the same name. It's like one 
of those two-player split-screen motor racing games except that it's with 
balloons - and about as speedy and exciting as all that could imply. 

As well as the split-screen balloons you get four icons on the right 
which control height, steering etc and also an indicator box which shows 
score, lives, fuel, energy and altitude. A central block shows your 
balloon's position over the ocean, represented by a tiny white dot. 

The key to the whole thing is you are an eagle - with a sonic beam! 
You are!! Fly around and defend your balloon from missiles and bombs. 
A poorly executed game which does no credit to the crossing in any 


way whatsoever! 




[I 
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DEATH WISH 3_ 

The big screen classic, in 
which modern day vigilante 
Paul Kersey wreaks his own 
form of revenge on the scum 
and filth that terrorise the 
streets of modern day New 
York. For too long the gangs 
have run wild, un¬ 
challenged in their peverted 
attacks and violations of 
innodent citizens. 
Muggings and robberies 
have become a daily 
feature of city life. So 
' when the chief of police 
turns a blind eye you 
decide to take over 
where the law left off. 




Strap on your famous 
475 WILDEY « J 
MAGNUM, turn your¬ 
self into a one man 
fighting force armed 
with pump action 
shotgun, machine gun 
and rocket launcher. 

Now turn the tables on 
the punks and creeps 
who certainly know how 
to dish out the violence 
but may not be so good at 
being on the receiving end 


SPECTRUM 48/I28K 
Cassette £7.99 

MSX Cassette £7.99 

CBM 64/128 &AMSTRAD 
Cassette £9.99 Disk £14.99 




House, 


Graph‘ lCS 









joysticks 


Reviewer: 


I s Motos Mastertronic's first 
coin-op licence? (Answers on 
a postcard to someone else 
please). 

The game was originally an 
arcade machine by Namco and 
this looks to be a moderately 
faithful conversion. 

Anyway, true conversion or 
not, the game is fabulous. 

What can be more satisfying 
than pushing nasty alien bees 
off the safety of a psychedelic 
platform (actually it also looks 
like the disco floor from 
Saturday Night Fever) into the 
endless silent world of infinite 
space? Not much you'll agree. 

Motos is kind of like marbles, 
but don't let that put you off. 
The idea is simple - you try to 


HI SCOT!!: 

5000 


power and jump pills but you 
don't have to use them. And if 
you decide to use them how 
much will you need? Will one 
unit of bonus power be 
enough? Better not get it wrong 
though - if you underestimate 
and die you never get that 
wasted energy back. Partly it's a 
matter of knowing the levels - 
are you likely to need jumps or 
not? How much power to get rid 
of bees? 

In terms of programming the 
work from Binary Design (Zub, 
Amaurote) is easily as good as 
anything done for say, Ocean or 
US Gold at full price. 

The graphics are smooth - 
smooth enough to capture 
beautifully the sense of 
momentum and detail of 
movement the game requires. 

You can opt for a colour or 
monochrome display but I can't 
believe anyone will find what 
slight attribute clash there is 
unacceptable on the colour 
version. 

On 128K the sound is 
excellent, both the Dambusters 
march at the beginning and the 
various wibbly sound effects as 
you plummet into space. 

I made it through around nine 
levels before the massed 
enemy forces got too much for 
me but there are over thirty to 
get through. 

I'm going back for more. This 
game is astoundingly addictive 
and, good grief, it costs £2.99. 
What else can you possibly 
want?H 


ARCADE 


the question of holes - some of 
the levels are riddled with holes 
-you did pick up the 'jump' pills 
when you had the chance didn't 
you? Otherwise . . . 

Aside from the sheer fun of 
playing cosmic dodgems there 
is a strong element of strategy 
in Motos. You accumulate 


bump assorted alien shapes off 
a sort of grid. This is, at its 
simplest just a matter of 
bashing into them from behind. 
Bash them long enough in the 
right direction and they'll fall 
off. But . . . 

The first problem is bouncing. 
Everything has a mass and a 
momentum and once you get 
several aliens bouncing around 
it's very easy to find yourself 
rather than the aliens falling 
into interstellar space. The 
second problem is that whilst 
you have enough 'barge power' 
to push off the silly round aliens 
once you get on to later levels 
your standard barge power is 
not enough to deal with such 
exotic things as alien bees and 
other insects. These latter 
opponents have considerably 
more barge power than you and 
you need to accumulate bonus 
power points to stand a hope in 


hell of getting them off the 
edge. 

Then there's this other 
problem. If you take too long to 
clear a level, alien bolts start 
wizzing across the screen 
destroying not only everything 
in their path but also the very 
platform on which you're 
standing. Then of course there's] 
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£9.99 

£14.99 


MASK™ AND THE ASSOCIATED TRADE MARK ARE THE 
PROPERTY OF KENNER PARKER TOYS. INC. (KPT) 1987. 


CBM64/128 SC Amstrad 


The Battle 

Continues!!! 

loin with the forces of 

MASK, skilfully commanded 

by the brilliant strategist Matt f 

Trakker and combat the evil of the 

villainous VENOM In their quest for 

domination of the world. No longer need 

you stand by and passively observe the evil 

deeds of Mayhem and his co-conspirators. 

Here is your chance to dig deep into your a 

and put your skills to the test against possib 


the greatest 

j master criminal 

the world has evej 
seen, fact or flctfon. 
J This classic conflict of good 

versus evil is portrayed with a 
r realism and excitement that can only 
take its lead from the world's most famous 
collection of superheroes and supervillains. 
There are creations of adventure, there are 
ations of combat but there Is not a creation 
He like MASK!!! 


Gremlin Graphics Software Ltd, Alpha House, 10 






































DISCIPLE DISK 
INTERFACE 


ZXL PRINT III CENTRONICS 
RS232 PRINTER INTERFACE 


| Interface X»Zy.y; 

Cable £8.85 

Inc VAT 


• ALLOWS UP TO 1.6 MB OF STORAGE 
ON 2 3 V2” OR 5 1/4” DRIVES 

• 128K COMPATIBLE 

• PRINTER MTERFACE 

• CENTRONICS PARALLEL INTERFACE ^ 
ALLOWING YOU TO USE COPY, 

LLPRINT AND LLIST ON A WHOLE 
RANGE OF PRINTERS 

• DUAL JOYSTICK PORTS 

• SINCLAIR AND KEMPTSTON COMPATIBLE 

• NETWORKING 

ALLOWS 24 SPECTRUMS TO BE LINKED 

• SNAPSHOT BUTTON 

• FOR SAVING PROGRAMS AT ANY TIME 
AS MANY TIMES AS YOU LIKE 


• WORD PROCESSING • PLUG IN FOR LLIST, 
LPRINT & COPY • PRINTS SPECTRUM 
GRAPHICS & UDG’s • HIGH RESOLUTION 
SCREEN DUMPS • TWO COPY SIZES 

ON EPSON & COMPATIBLES 

• PRINTS PRESTEL FRAMES 
WITH SUITABLE MODEM 

• COMPATIBLE WITH 
MICRODRIVES & INTERFACE 1 


COLOUR AND SHADED 
COPIES NOW INCLUDED 
WITH NO EXTRA CHARGE. 


BUSINESS PACK. £14.95p 

This suite of programs includes Sales Day Book, 
Purchase Day Book and Business Bank Account. 
These programs are being used by over 1000 
companies to produce VAT and annual accounts; 
the Purchase and Bank Account programs allow 
for analyses under 17 subheadings. The Sales 
programs produce statements of outstanding 
invoices. Both Sales and Purchase programs 
calculate VAT. 

INVOICING. £15.00p 

This program will print out invoices, calculates 
discounts and VAT. The program will calculate 
totals from unit prices. Up to 50 accounts with 250 
outstanding invoices. 

SALES/PURCHASE LEDGER INVOICING £25.00p 

This program is for use on microdrive or Opus Disc 
only. The program will print an invoice using a 
built-in price fist and post the invoice to your 
customer's account. Will also print price list, 
statements, labels, etc. 


HISTO-GRAPH. £10.95p 

This program will enable you to present figures in 
histograms or pie charts. Displays 3 years as a 
direct comparison or 5 years to show a trend. A 
unique feature of this program is that all the figures 
can be printed with the histogram. 


RS 232 LEAD . £11 

MONOCHROME MONITOR LEAD £11 ’ 

3 1/2” FLOPPY DISCS . £ 2 ’ 

CONTINUOUS PAPER. £ 13 ' 

CONTINUOUS LABELS . £6 ‘ 

ADD 1.30 POST FOR LABELS AND 3.75 POST 
FOR PAPER 


DLAN by Campbell Systems £7.95 

Use your SpectTum to sell your products. Dlan will 
display messages in up to 11 different typefaces. 
Will scroll text in any direction. 

TASWIDE by Tasman Software .£5.5C 

You can use this program within your other 
programs to display 64 columns on screen. 

MF-PRINT by Campbell Systems £6.95 

Enables you to set a print format for your full-size 
printer within masterfile. Supplied complete with 
masterfile for £19.95. 

TRANSEXPRESS by Romantic Robot £9.95 

Micro-drive utility program which will enable you 
to back-up all your micro-drive cartridges. 

TASCOPY by Tasman Software £9.90 

This program allows you to produce 3 sizes of 
screen copy using Interface 1. 


Inc VAT 

£212.75p 
£244.85p 
£247.25p 
£429.99p 


TASWORD THREE by Tasman £16.90p 

This new version of Tasword is supplied on 
microdrive with the following features: 128 column 
print out, tabs, page footers, buffered typing, 
page headers, full insert mode, bulit mail merge 

TASPRINT by Tasman Software £9.90p 

Use this program with Tasword Three to produce 5 
different fonts on a dot matrix printer. 


MASTERFILE + 3 £29.95p 

Upgraded version of Masterfile with 62K data 
files 60 fields per file, 254 characters per field 
import and export data from 48K Masterfile. 

TASWORD + 3 £24.95p 

All the features of Tasword Three but with a 
60K data file. 


OMNICALC 2 by Microsphere . £14.9 

Spreadsheet program with up to 5000 cells, 
microdrive compatible. Built in HISTOGRAMS, 
compatible with full-size printers. 


TRfinSDOTfi £14-95 


OPUS DISCOVERY DISC UTILITY PROGRAM 


Transdata Opus Utility. 

Business Pack . 

Business Pack . 

Sales/Purchase Ledger Invoicing . 

Tasword Three . 

Stock Control . 

Omnicalc 2 . 

Masterfile + MFprint. 

Superfile. 

V-Notch . 

Histo-graph . 

Dlan . 

Transexpress . 

Tascopy . 

All programs supplied 3 1/2” discs 


STOCK CONTROL. £10.95 

Handles 900 lines, including details of supplier. 
Program has full search facilities enabling you to 
search and update all lines from one supplier. 


MICRODRIVE CARTRIDGES . 

BOX + 10 CARTRIDGES . 1 

BOX + 20 CARTRIDGES . i 

PLEASE ADD 1.30 PAP OF BOX + 
CARTRIDGES ORDERS 


MASTERFILE by Campbell Systems £14.95p 

This is one of the best database programs 
available for the ZX Spectrum. This program has 
many uses in a small business. 

SUPAFILE. £14.95p 

This is a new database program that stores pages 
of text 64 columns x 22 rows. The program includes 
word processing and full search facilities. 

V-NOTCH. £12.95p 

Index and Catalogue System, for collections of 
photographs, recipes, books, knitting patterns, 
stamps, etc. Up to 3500 items per file full search 
facilities. 


SUPADRIVE £9.95 

This program supplied on microdrive 
allows you to format a cartridge on the 
spectrum with 100-105K, retrieve 
corrupted files or print a full catalogue 
showing addresses and start lines 


10 x 3 1/2” blank discs 
Box to hold 12 discs . 


SPECTRUM 48K SOFTWARE 


BUSINESS GRAPHICS 


ACCESSORIES 


UTILITIES 


PRINTERS 


WORDPROCESSING 


MICRODRIVE STORAGE BOX 


SPREAD SHEET 


DISCIPLE/DISCOVERY SOFTWARE 


STOCK CONTROL 


DATABASE 


SUPADRIVE 


DISCS 


rahrel^hri hw (dept.su ) 01-658 6350 

Mail order only. 24 West Oak, Beckenham, Kent. BR3 2EZ 




| SPECTRUM + 3 

128K 
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Sinclair Surgery 

Spectrum on the blink? 
Rupert Goodwins has a cure 


I was wondering if it was 
possible to use the printer 
from Amstrad PCW with my 
Spectrum + 

John Pinkney 
Gosforth 

Newcastle Upon Tyne 

0 Yes, but it is staggeringly 
difficult. First, buy a serial 
interface for the PCW, and 
another for the Spectrum. Then 
wire up a lead. Then write a 
transfer program for the 
Spectrum that sends the info 
you want printed to the 
Amstrad in CP/M format. Put 
you off yet? Truth to tell, the 
program and wiring shouldn't 
be too tricky to do, it's really a 
question of whether you want 
to shell out for two RS232 
interfaces. . . 


I own a 48K Spectrum and my 
rubber keyboard is not 
working very well. Several of 
the keys aren't working, and the 
rubber is torn in places. 

I am thinking of buying a 
typewriter style keyboard, and 
was wondering whether I will 
need to have the old one 
repaired before fitting a new 
one. 

Or can I just leave the old one 
in and plug in the new one 
alongside? 

Robin Tew 

Galleywood 

Chelmsford 

0 As some Spectrums 
(including mine) are going to be 
five years old shortly, this is 
going to be a common problem. 
In short, all the current crop of 
add-on keyboards fit in place of 
the old rubber mat and 
membrane, which you can 
either discard it or pin to your 
bedroom wall according to 
personal weirdness. 


It must be the computer, and 
an expert told me it was 
because at one point a joystick 
interface must have shorted 
two pins on the edge connector. 
He said it would need just one 
component to be changed, but 
refuses to tell me what that 
component is and asks for 35 
pounds to do the repair, which 
is too much for me. 

So, can you tell me what to 
replace and where to get it, also 
how to do the repair? 

Ole Blokhus 

Porsgrunn 

Norway 

0 A common problem, caused 
by the -12 volts on the edge 
connector being shorted to the 
Ml signal next door to it. This 
signal is used by the Interface 
One to tell when the Spectrum 
is looking for it. The short blows 
up an otherwise insignificant 
part of the Z80 chip, which must 
be replaced. 

The Z80 is an extremely 
common component, any local 
spares shop should be able to 
supply it for a couple of pounds. 
You have to be hot at soldering 
to replace the errant chip, as the 
Spectrum circuit board is rather 
delicate and the tracks are very 
densely packed together 
around the area of the Z80. A 
better way than unsoldering is 
to cut the pins down both sides 
of the chip, remove the black 
plastic body and solder the new 
chip onto the disembodied pins 
of the old. Good luck! 

Too much 
too soon 


A while ago my Interface 1 
stopped working. All the 
commands that used to run the 
Microdrive and serial interface 
are rejected by the computer, 
which puts a ? at the end of 
them. My interface works on a 
friend's machine; his interface 
won't work on mine. 


I can't get a Rotronics 

Wafadrive, a Multiface 1 and 
an RGB interface to work 
together. Any two of the above 
will quite happily coexist, but 
with all three the Wafadrive can 
never acknowledge that a Wafa 
is present. 

Is this due to a voltage drop 
because of overloading, and 
can I buy an extra power supply 
to compensate? Failing that, is 
there any recompense available 
from the shop who sold me the 
Multiface and Wafadrive, as 
they assured me they would 
work together. 

Malcolm Morris 
West Drayton 
Middlesex 

0 It's either due to a voltage 
drop (due - is the TV picture 
wavy at the edges, and does the 
power supply get worryingly 
hot?), or the simple fact that a 


Spectrum is a beast which can't 
work with too many things 
plugged in at once. I suspect the 
former, as the RGB interface 
won't use any of the computer's 
digital signals which are prone 
to overloading. 

A simple cure would be to 
buy a higher amperage 9 volt 
power supply, and wire it up to 
the right sort of plug for your 
Spectrum. 3 amps should be 
enough, and unless you know 
about polarities I suggest you 
get your local TV repair shop to 
do the wiring. If the add-ons are 
taking too much power from the 
5 volt supply which the 
Spectrum produces, the whole 
system will shut down after 
about ten minutes in a state of 
extreme hotness. And there is 
precious little you can do about 
that. 

What Synth 
for a Spectrum? 

I have bought a Music 
Machine and I'm interested 
in buying an electronic 
keyboard to use via the MIDI 
interface. 

Can I use the Echo Music 
Synthesier? I've only got a 48K 
Spectrum, but you did say that 
it could be used without the 
software on this computer. 

Linz 

Bath 

0 You can't use the Echo 
keyboard with the Music 
Machine. The cheapest Midi 
keyboard you can get is from 
Cheetah Marketing - (0222) 
777377 - which for under 100 
pounds is quite a bargain and 
well worth having. For 250 quid, 
there's the Casio CZ-101 digital 
Midi Synth, which as I've said 
many times before is a mircale 
of the modern age. 



I bought a Saga Emperor 
keyboard for my 128, 
because you said recently that 
they were electrically 
compatible. But non of my 
cursor keys work, so I can't 
program or go into 48K mode. 

Have I wasted 40 pounds 
because of you, you stinker, or 
can you sort it out? 

Murray Brough 
Luton 

Bedfordshire 

0 Insults yet, my goodness. 
According to my information, 


the Emperor should work with 
the 128 as well as with the 
Spectrum -h. It sounds to me 
that either the 128 or the 
Emperor has got the keyboard 
scanning timings slightly 
wrong, something best cured 
by replacement. If you really are 
stuck, then you can use Caps 
shift and 5,6,7 and 8 to produce 
left, down, up and right cursor 
movements respectively. This is 
also a useful trick for those (and 
there are lots, apparently) with 
slightly dodgy +2 keyboards. 

AY-3-8910= 
AY-3-8912? 

I have a Micro Power sound 
board which uses the AY-3- 
8910. What are the differences 
between this chip and the AY-3- 
8912 that the Spectrum 128 and 
+ 2 uses? 

If I output the same values to 
the same ports on the board as 
the Spectrum 128 does, will I 
get the same noises? 

Does anyone produce 
software for it? 

Fergus Paget 

Erdington 

Brum 

0 The Ay-3-8910 is a big 
brother of the A Y-3-8912 (or the 
8912 as we jocularly call it in the 
trade). All the sound producing 
parts are exactly the same, so if 
you do as you suggest you 
might very well make the same 
noises. But beware - the 
sounds might be shifted in 
pitch, because the Micro Power 
board could hav a different 
dock frequency to that used by 
the Spectrum (1.77 MHz). 
Nobody produces software for 
it any more. 



I would like to do copies of 
screens on my Spectrum +2. 
In the handbook, it says that the 
printer to do this must be Epson 
Quad Density Bit Mode 
Graphics Compatible. What 
does this mean, and what 
printers have this feature? 

John Macdonald 

Embury 

Lancs 

0 Any printer which claims to 
have any sort of Epson 
compatabUity should have the 
mode. It just means that the 
dots of a picture can be printed 
four times denser. The only 
printer I know of which doesn't 
have this mode is the Serial 
8056, which a certain shop sells 
with the Spectrum -h2. The 
printers / use, both of which 
work with the -h2, are the Taxan 
Kaga PW 1080A (which is 
expensive), and the Amstrad 
DMP 2000 (which isn't, but 
needs an extra interface)M 
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"An arcade strategy game with enough 
addictive qualities to turn even the toughest 
coin-op critic into an arcade junky". C 81VG 


Return to an age of mystery and intrigue, a place in which the fabled 
treasure of King Solomon shone brightly |rith its glorious wealth. 
Where amongst the network of mysterious rooms lies the next key 
that will bring you nearer to these fabulous riches. Where amongst 
the stone pillars and hidden dangers lie mythical creatures that can 
perpetuate your life long enough to readStair ultimate goal. 




AMSTRAD 
Cass. £ 9.99 Disk. £ 14.99 
SPECTRUM 48/128K £8.99 


CBM 64/128 
Cass.£ 9.99 Disk.£ 14.99 
ATARI ST £19.99 


SCREEN SHOTS FROM AMSTRAD VERSION 


nemo 


U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 
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THE ALLTIME GREATEST 

COMPILATIONS 


An outstanding collection of the best hits from the 
best software houses. Not Just a good buy be¬ 
cause of its amazing value for money, but 
also because the proceeds of all sales 
are to be donated to the National 
Society and the Royal Scottish 
Hk Society for the Prevention 
of Cruelty to 
Children. 


TO HELP,OTHERS.., 
ITS KIDSPLAY j 


deacttvators 




(Ariolasoft) 




, 


YOU HAVE THE FUNJ 
'THE NSPCC/RSSPCC 
HAVETHEPROCEEDS 


BACK - Battle Against Cruelty to Kids. The 1987 software industry charity promotion in support of the NSPCC ft RSSPCC 
BACKPACK - A compilation of 10 first class software games donated free by software companies. 

KIDSPLAY thanks this magazine and the following companies for the generous donation of their services: CAMEL ADVERTISING, G 6 L SERVICES, ROWLEY STUDIOS, 
FRIARSGATE STUDIOS. PRE-PRESS SERVICES. CRYSTAL DESIGN, AMPERSAND. STEEL SPLASH, PRINTING CENTRE. LYNE PRINTERS. WILLBOND ARTISTS. PAUL CANNY D. J, ROWE and INTER MEDIATES. 
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ARMAI 


S trategy is BACK! Don't 
ask me why - but 
suddenly strategy games 
are all in fashion. 

One of the first releases of 
what is promising to be a flood 
of Star Wars SDI influenced 
games is Armageddon Man 
from Martech. 

Imagine playing the parts of 
Reagan, Thatcher, Gadhaffi, 
Gorbachev, Gandhi and a cast 
of thousands, all at the same 
time. 

Now imagine that you have to 
act for each of those Heads of 
State, with complete 
impartiality, making decisions 
for them, without being biased 
towards one country. Providing 
everyone with enough food, 
technology and armaments to 
keep them feeling secure. 
Prevent the stronger countries 
from making too many 
demands on the weaker ones. 
And prevent a full scale nuclear 
war. 

In a nutshell, Armageddon 
Man gives you your first (and 
probably only) chance at 
playing God. 

You've been appointed 
Supreme Commander of the 
United Nuclear Nations, it's up 
to you to maintain peace and 
harmony between the sixteen 
states, and stability withing the 
240 countries which make up 
those states. 

You must maintain a good 
working relationship with each 
state. You must promote good 
relations between each of the 
states themselves. You must 
achieve economic stability and 
maintain it. 

Obviously no easy task. Your 
appointment lasts for a year, 
regular weekly progress reports 
will be given throughout the 
course of the game. You begin 
with a smart map of the world, a 
full complement of satellites 
and spying equipment, and 
what is commonly termed an 
"on-going situation". 

Armageddon Man works 
rather like an icon-driven 
adventure. At the start it's up to 
you to deploy your satellites in 
sensible positions. You have 


three 'Big Bird' satellites and six 
SDI satellites. Big Birds are used 
to spy on the area directly 
underneath them and they relay 
messages to you as to what the 
country beneath them is up to. 
SDI satellites are used in the 
event of a nuclear attack and are 
capable of trapping some of the 
missiles, and preventing them 
from reaching their targets. 

It makes sense therefore, to 
place the Big Birds in an area 
that is likely to cause trouble 
and needs careful watching, 
and to place SDI satellites near 
either known missiles bases or 
near important targets. 

SDI satellites are only useful 
in small-scale wars. If the Big 
One does break out, there's 
nothing you can do to prevent 
world-wide destruction. 

Once the satellites are in 
position, you're in control. 
Regular memos flash on to the 
screen informing you of world 
events. Some are a little dull — 
China have a cultural exchange 
with Libya. Others are pretty 
heavy - a full-scale war has 
broken out between America 
and the USSR. 

Each time a memo flashes up, 
you'll have a choice of what to 
do. You choose between 
agreeing or disagreeing with 
the action, supporting it, 
criticising it, or ignoring it. 

However, if you choose to 
ignore an event, make sure you 
have a good reason 
for doing 
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so. Forget about what seemed 
to be a minor event, and you 
would well find yourself being 
caught out later on. 

You can also send letters out. 
Should you decide to do so, 
move the cursor over the Out 
tray, and press Fire. A standard 
list of letters will flash up. Insert 
the country/countries name, 
and a complete letter will show 
on screen. You can then choose 
whether to send the letter. 

You'll have to think fast. It's 
all real-time and while you're 
dithering about wondering 
whether or not China's request 
that the Americans give them 
ten tonnes of food is reasonable 
or not, the Libyans could be 
invading Algeria. (Unlikely, bu* 
don't discount the possibility t) 

Best thing about the game is 
you get a free shiny poster-map 
of the world, and a set of re¬ 
usable flags for each of the 
States. By using the stickers to 
remind yourself who likes 
whom and who hates who's 
guts, you have a slightly better 
chance of keeping up with 
current affairs. 

Don't count on it though. 
Armageddon Man is v tricky 
and there's a lot of time to get 
through before you finish the 
through before you finish. 

After only four weeks as 
Supreme Controller, despite 
several letters fo confidence 
from the European Unite, my 
record was described as 'Very 
Poor', and many were howling 
for my resignation. 

At times like these, it feels as 
though armageddon is just 
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around the corner, and the 
temptation to deliberately bring 
it about gets too much to cope 
with, and naughtiness creeps 
in. Missiles start to fly, and the 
term Goodnight Saigon comes 
in to play. I destroyed Australia 
at my first attempt. No more 
Fosters for us. 

Armageddon Man is almost 
frighteningly absorbing, 
although I'm not sure that I 
could make it through fifty-two 
weeks without getting a little 
frustrated. Madness would 
undoubtedly creep in. Keeping 
the world ticking over has to be 
the ultimate in strategy playB 


Mini 


STMr 


STOP 


I n contrast, Convoy Raider is 
down to earth with a bump. 
Despite the fact that you 
don't know Port from 
Starboard, or an Exocet from a 
Seawolf, you've been given a 
hulking great ship and told to 
get on with it, scouring the 
coastline for enemy invaders. 

From the map screen, you'll 
see your ship (which bears 
more than a striking 
resemblance to a pair of 
handlebars on a rubber ring) 
sailing across the ocean, bits of 





land, and a scaled-down 
version of the whole area. Plot 
your course according to the 
little map, using the compass at 
the top of the screen, select a 
suitable speed, and off yer go. 
At this point you'll either run 
straight into a land formation as 
the screen flips over to the next 
sector, or be indecently 
assaulted by a submarine. 

The courses of action are as 
follows. One. If you run into a 
land formation you'll have 
incurred a vast amount of 
damage to your ship. Go to the 
repair station, designated by a 
chevroned flag and get fixed. If 
you've been sunk, start again 
and try not to be such a wally 
next time around. 

Two. If it's indecent assault, 
return to the main menu and 
launch a helicopter. 

Yoh, ho, ho and a bottle of 
rum. A helicopter. The best 
thing to destroy a sub is a 
chopper. (The best thing to 
damage a boat is an Exocet, and 
the best thing in the case of 
aircraft is the Seawolf, more 
later). 

Enter helicopter mode. (Press 
Fire). The screen changes to a 
sort of transparent, 3D 
swimming pool. Above the 
surface hovers a little, innocent 
helicopter. Below the surface 


>4 sea warfare simulation 
that's not full of instruc- 
tion Easy to get into and 
toads to do once you're 
there 


CONVOY RAIDER 
Label: Gremlin Graphics 
Price: £7.95 
Joystick: various 
Memory: 48K/128K 


Reviewer: 





lurks a mean, nasty submarine. 

Getting the submarine is a 
matter of letting off a few choice 
depth charges and watching 
bits of metal float away. But it's 
important to let off the charge at 
the right moment. Because the 
section is in 3D you have to be 
directly over the submarine, as 
well as in line with it. There's a 
depth gauge running up the 
side of the sector, and you have 
no control over it. It's vital that 
you let off the charge when the / ■t 
gauge is at the same height as 
the sub, because that's when it 
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STRATEGY 

SIMULATION 


STRATEGY IS BACK!! 




PROGRAMMER 

JOHN JARVIS wrote Convoy Raid¬ 
er as his first game program to be 
published commercially. He has 
previously worked producing a 
number of educational software 
packages 
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firing distance, a warning 
ALERT sign will flash by the 
appropriate radar to let you 
know. 

Aside from the rather 
questionable Sun 'Gotcha' 
thinking behind it Convoy 
Raider is really quite impressive 
game. Although the graphics of 
the ship and your enemies are 
small and totally 
unrecognisable for what they 
are (see above description of 
ship) there's enough of them to 
make the game attractive to 
look at. 

Unlike some simulations, it 
doesn't come chock-a-block 
with detailed instructions about 
how to fasten your seatbelt. 
You can plug yourself in and get 
straight on with the game. You 
learn as you go and you don't 
need a degree in nuclear 
physics to work out what the 
hell's going onB 


menu shows three radars, one 
each for aircraft, ship and 
submarine groups. And when 
an enemy vessell comes within 


lucky, you'll kill everything 
immediately. If you're as 
competent at employing 
missiles as I am, then you'll 
have to have a few goes before 
you work out how to use the 
damn thing. 

Convoy Raider is all 
controlled by a series of screens 
selected from a Main Menu. The 
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will explode. An explosion will 
reward you with a lot of pretty 
flashing lights and the 
disintegration of the enemy. 

Taking out airplanes and 
ships works on the same 
principle, picking the right 
weapon and following the 
detailed instructions. If you're 


ISLAND 

CONFLICT 

Alow a chance to re-write history. 

IM tan Bird (who was the co-author 
of PSS's Theatre Europe J has written 
Guadal Canal for Activision. 

it is based on the World War « 
battle between the Americans and 
the Japanese. Again, an icon-driven 
strategy game, Guadat Canal comes 
with a booklet detailing the history 
of the battle itself, and full 
Instructions as to how to play. By 
employing air, land and sea forces, 
you play to gain control of the 
island. You can choose which side to 
pi ay, American or Japanese, and it's 
up to you whether the course of 
history is changed or not. 

STAR WARS 
FRONTIER 

T he Strategic Defence Initiative is 
Regan's controversial American 
defence system, more commonly 
known as Star Wars. High Frontier Is 
the new strategy game from 
Activision, giving you the 
opportunity to control Star Wars for $ 
yourself. 

High Frontier, should please both 
the blinkers and the biasters, it's an 
icon-driven, joystick-controlled 
game, merging traditional strategy 
gamepiay with an arcade sequence 
which can be used either as part of 
the game or separately as a second 
mini-game. The game comes 
complete with a manual explaining 
how the real Star Wars SOI systems 



STRATEGY 



are intended to operate, the 
principles involved, and the sort of 
attack which the system could be 
expected to defeat. 

in the game you have to set up a 
comprehensive defence system, 
choose which particular weapons 


you want, and then choose when to 
deploy them, it's up to you to protect 
the American mainland from a 
possible Soviet attack. 

So far Activision has only got the 
graphics down onAmstrad, but what 
we can see looks a cut above the 



usual strate gy game graphics. Nice 
full-colour maps and detailed grids 
showing intelligence information. 

STRUGGLE! 

t V Jfeli, When you've battled your 

W 


wandered over countless batten.- 
fields and stormed more castles than 
you care to remember, you re bound 
to begin looking around for a new 
challenge. 

And what better challenge than 
that of empire building and total 
world domination? 

If you fancy taking on a series of 
political powers and military 
dictatorships and trying to take over 
every Jast one. Power Struggle from 
PSS is going to appeal. 

PSS certainly knows what it's 
doing on the wargame/strategy 
front, Jt’s been turning out some 
good strategy titles like Theatre 


promises at feast as much*; 

it plays in either one- or two- 
player mode, in one-player you get 
to building up your empire while 
dealing with obstacles the computer 
throws at you. In Two player mode, 
not only will you have to deal with 
computer-moderated problems, but 
your opponent will be trying to take 
over the world too. 

Options available include political 
negotiation, military invasion and 
construction, among others. There 
will also be a random stm~up facility 
where you have to pick up the game 
from a situation constructed by the 
computer. It 's looking good - and at 
|iot £4.95 it's cheap, loom 


A High Frontier {Amstrad screen} 
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GORDO'S 

HELPLINE 


C oupla moons ago Rod 
Albright asked how to 
get Sara to answer the 
phone in 


♦ Thanks to Jeff Sansum of 
Rugby for tips. If Rod's stuck 
at the beginning he needs to 

♦ answer the phone himself. 
Sara - his wife - will then 
come and take it. While she's 

♦ talking, search the house 
thoroughly and get every¬ 
thing that looks remotely 
useful, especially the che- 
A que, the gun and bullets, 
pills and keys. 

Once you've found out ab- 
A out the stolen child, get into 
* the car and go to the bank to 
cash the cheque. Before you 

♦ go anywhere else make sure 
you fill up the car at the 
petrol station. The only place 

♦ you can do this is near home 
so be extra careful not to run 
out of petrol elsewhere. Ev- 

♦ ery time you get towed back 
you'll lose money - at least 
£15. To get the tapes, buy 
Peter a few drinks." 

Castle Blackstar 

is another game that's been 


resurrected in various forms 
- meself I play it on a PCW 
these days (obese traitor - 
Ed). Alma Catton of Elles¬ 
mere Port sends me a plea 
along these lines. "I'm at the 
castle. I just go round and 
round and can't get the 
drawbridge down. Also can 
you help with the Hobbit? 
I've been going round 
second-hand shops looking 
for old copies of to find 
some advice." Never fear 
Alma • I'll run some of the 
most useful tips for the Hob¬ 
bit next month. You're not 
the only one who's just 
bought it and can't get past 
the trolls or out of that 
dungeon! Your problem in 
Blackstar is pretty well the 
first you'll encounter. The 
solution lies in the bow and 
arrows which you'll find if 
you explore around the 
walls of the castle. Collect 
them and 5, 10 at the draw¬ 
bridge location. To enter the 
castle from this point you 
must 9,4 - this gets you up 
on to the wallwalk and starts 
the main game. 

Marathon Man Gould of 
Crawley has found the Hydra 
Pit but says "How in hell do I 


siay tne tningr weapons 
don't seem to be much use." 
Put simply you've got to get 
the twin-headed horror to 
kill one of its own heads. 6, 
12 at it and the heads will 
start fighting. One will die 
and you can then lop the 
other off with a suitable 
weapon as you go into the 
pit. The 12 is found in the 
witch's cottage in the forest. 
Don't stay there too long or 
you'll be turned into a worm. 

One last point - map this 
game very carefully as it can 
get ultra-complicated at 
times. Without a decent map 
you won't stand a cat's 
chance. 


a resurfaced oldie that's still 
bugging John Docherty of 
Greenock. Sickly grovelling, 
he wants to know, along 
with about forty other ques¬ 
tions that I won't answer: 
"How do I kill the shark? 
What use are the rats? I 
know you can feed them the 
cheese and make them fol¬ 
low you with the flute. What 
is Guy Fawkes hiding? How 
do you make him reveal it 
and what use is it?" 

Jaws IV can be found in 
the Undersea World section 
- I suppose that's pretty ob¬ 
vious — and, like all Great 
Whites is an evolutionary 
perfect creature. So don't kill 
it! There's no need to be¬ 
cause, as far as I know, you 
only have to swim through 
the tank to reach the airlock 
on the other side. If you dally 
to admire its evolutionarily 
perfect choppers, that's your 


Over in the sewers are the 
rats, probably also a perfect 
example of Mother Nature's 
creation. They're also going 
to be pretty useful later on in 
the game when you're being 
threatened with imminent 
extinction in the Pit and Pen¬ 
dulum section. Yes, you use 
the flute to get them to fol¬ 
low you but don't feed them 
until you are about to be 
sawn asunder by the mad 
monk. Use the cheese before 
then and it's salami time for 
unwise adventurers. 

Fawkes hides a barrel 
which can be made into a 
bomb when you need to 
shift a pile of masonry out of 
your way. To find the barrel 
just say 2, 7. A fuse will 
come in handy too, so keep 
your eyes open for some 
suitable rope. 

Finally, Barry Currant of St 
Albans would like to know 
how to light the dark tunnel 
up after he's entered the grid 
in the washroom. In the lei¬ 
sure area lurks a slot machi¬ 
ne. Inserting a coin into it 
should deliver a flashlight as 
prize. 

On with Anita Sinclair's epic 
effort. 


The Pawn 


and a wealth of information 
from Darren Miller of New- 
townards, N Ireland, who 
has sent me a full and enor¬ 
mously lengthy solution. 
Honourable mention, me¬ 
dals etc, also go to Andrew 
Rowan of Mansfield who has 
produced a partial answer. 
Space and Kelly allowing I'll 

• _i._ 
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GORDO’S 

HELPLINE 

with the first section. 

Examine your pockets and take 
the metal key, E, say 'hello' to 
Kronos, accept the note he gives 
you, then ask him about the 
wristband - don't open the note. 


Take the chest, E, E, E, unlock the 
shed door with the key, open it 
and drop the key, move the mat, 
take the wooden key, SW, get 
the hoe, rake and trowel, NE, 
remove your shirt, tie the rake to 
the hoe using the shirt, W, W, W, 
W, W, W, S, E, U, then unlock the 
door with the wooden key. Open 
it and drop the key. D, N, N, N, E, 
E, N, W, lever the boulder with 
the rake, S, W, W, N, untie the 
shirt, cover the wristband with 
the shirt, enter the hut (you'll be 
given a bowl), leave and go S, E, 
E, E, E, NW, NW, NW, remove 
the shirt from the wristband, 
wear the shirt, climb the rocks, 
U, U, put the snow into the bowl, 

D, D, D, D, S, W, W, N, enter the 
hut, give the bowl to the Guru, 
leave, S, S, S, examine the 
stump, take the pouch, open it 
and look into it, mix the colours 
and drop the pouch, E, E, E, E, E, 

E, E, give the note to the guards, 
W, W, W, W, E, E, E, E, give the 
chest to the adventurers, W, W, 
W, W, W, W, S, E, E, W, W, U, E, 
close the door, lift the planks, D, 


THE QUICKIES 


THE HELM: 


|||| T ._ Keith Moseley 

of Leicester must have mis¬ 
sed the full solution recently. 
'Tve been to all locations 
but can't find a way off the 
first level In one place 
there's a sign saying 'exca¬ 
vate' but I've nothing to dig 
with." The shovels in a hut 
south of the village but you'll 
need a key to enter. Cut the 
rope off the tree at the pla¬ 
teau with your knife and go 
to the well at the oasis. 1, 8 
a nH 11.8. then l ook. 

EfajjwSBSIS Steve 

Keighley again "When l re¬ 
move the pile of rubble at 
the filling station with my 
pick I get killed. Can 1 remove 
the rubble or should 1 try 
something else? Also can I 
move the elephant off the 
ramp - it won't budge." En¬ 
ter the kiosk at the filling 
station and get the screw¬ 
driver — essential later. Then 
9 3 the rubble and take the 
beam, which you can use for 
bracing a collapsing stair¬ 
case. Elephant? Give him the 
buns, look and 19,13. That's 
all . • SllSi 

___ Steve Dalton, 
Wotverftamptnn, wants to 
know how to get out of the 
locker. After entering you 
should dissolve the pill in 
the beaker and then drink 
your medicine. Now twiddle 
the hook - that's the right 
word and you'll be told so if 
you've taken the pill in the 
right way. Fire the gun in the 
locker room - after loading 
it, of course. The gun's in the 
east end of the captain's 
ift. 15 to find a bullet 


BORED OF THE RINGS 


’Stuart Dayton, Newaigate, 
can't find any money to pay 
for the pixie's map in the 
: Morona Cave Complex. You 
I get your coin by inserting 
1 the battery into the vending 
machine in the main hall - a 


reversal of the old problem 
in the original Adventure. 
mam ■ "I've scared 
theuremiins into the air 
vent with the camera," says 
Justin Wilkins of Beilvifle 
RSA "Problem is I can't find 
the plate to seal the vents. 
Where are they?" After col¬ 
lecting the welding gear 
from the service pH, head 
up, then N, W, N. Making 
sure it's on, insert the flash¬ 
light. Now get the welding 
gear in action and 20, IF 
This should get you what 
you need. 

OJRBgJIJB With Informa- 
honsuppHed by Ryan Red¬ 
man of Gwent, we can help 
S Tatum of Cheshunt who 
asks "What do you do in the 
Eiffel Tower?" After taking 
the taxi and arriving at the 
Tower, first open the gate. 
Then 14 and 21, 16. These 
two instructions need to be 
repeated until you float 
away - not down. Keep your 
eyes peeled, my little fish¬ 
cakes - I'll run the solution 
or part of it next month. 
Thanks Red ! 

tffljfflgfflChris Naish, Car- 
dntasksF'in part one how 
can I stop the Neanderthals 
killing me? And how can l kill 
the wolf in the Arthurian 
section - I've tried taking the 
dagger from under it but it 
just attacks." The Neander¬ 
thals 'Kong Ka, Bong Ka' 
means, simply. Friend or 
Foe, in that order. So answer 
'Kong Ka' and you'll be wel¬ 
come at the village beyond. 
In Smig's hut offer your 
necklace to get a useful pot. 
Chez Kogo, try swapping the 
ruby for a ladder. As to the 
wolf, south of the den is a 
stone, at the crossroads. 
Take the stone, go north and 
drop it. One dead wolf - 
keep the carcass and give H 
to someone appreciative 


jjpmmmi ~ vm imp 


MAP 1 - KNOWLEDGE 


JL 


NtECOP. 

PLANT 

TREE 
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MAP 3 - UNDERSTANDING 


WASTE¬ 
LAND 
MSS AUNIT 


MOP.E 

PATH 



MAPPED BY MARK STEAD 

D, W, SW, open the door, W, take 
the hat and wear it. 

With that cliffhanger, we 
leave The Pawn for this 
month. If you want the rest, 
keep buying the mag!!! 

Last month I gave you the 
solution to Part One of 

Kobyashi Naru 

♦ 


Kobyashi. Congratulations 
from Clive, Les and all at 
Mastertronic.' Pretty roman- 
tiv ending, eh? 

A fair heap of solutions for 
various adventures arrived 
this month and we'll start 
with 


♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 


Now, from Mark Stead of 
Leominster, comes the map 
of all three parts along with 
the way through the other 
two provided by Shane Grif¬ 
fin of Co. Cork. Thanks both, 
here goes: 

WISDOM: Activate the solance, 
pull it, N, analyse the tunnel, 
ascend the cliff, dive into the 
pool, swim to the centre, swim 
Klam and use the solance. Now 
get the pearl, swim water and 
ascend klam. Descend the cliff 
and go S, E. 

UNDERSTANDING: Analyse 

mega-unit and activate it, get the 
lasalite, S, E, jump pit, E, activate 
the laslalite and then drop it, get 
the wheel, pick up the lasalite 
again, w, throw the wheel into 
the pit, jump on the hoverdroid, 
analyse the perch, go W and 
analyse the passage. Now acti¬ 
vate the lasalite and use it, E, 
activate the computer, S, S, get 
the wheel, W, W, jump the pit, 
W, N,N. 

When you've completed 
the three tests the following 
message is shown: 'You 
have overcome the 


Grange Hill 
♦ 


♦ 

♦ 

♦ 

y 


sent in by Ian O'Connor - from 
where, alas, I know not. Here 
goes: R, R, D, L, U. Take the 
book, D, L, use the book. Say 
'stand on book' to get the plane, 
R, R, R. Say 'no' and take the 
chair leg. Now L, U, L, L, climb 
the telephone box. R, R, D, L. Get 
the fishing rod. R, U, L, L, D, R, R, 
D, R, R, use the fishing rod, say 
'get bone', L, L, U, L, L, climb the 
telephone box. R, R, D, give the 
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SPECTRUM SUMMER SALE 


£1.00 EACH 


Chess by Sinclair Biorythms, Toy 
Bizzare, 'O' Level Chemistry, 
Thunderbirds, Space Raider 
cartridge, Valhalla, Teach Basic on 
ZX, Bizzicom Small Trader, Chimera, 
Twister, Komplex, Fighting Warrior, 
Psytraxx, The Covenant, Hellfire, 
Mugsy, Chicken Chase, Realm of 
Impossibility, Starbike 


| £1.99 EACH 


Sir Fred, Battle of the Planets, Brian 
Jacks Superstar, Nomad, 

Mantronix, Bounder, Sam Stoat 
Safebreaker, Riddlers Den, 

Metabolis, Zorro, William Wobbler, 
River Raid, Revolution, Red Arrows, 
Enduro, Who Dares Wins II, Talus, 
Surf Champ, American Football, 
Winter Sports, Spiderman/Hulk, 
Pitfall II, Adventureland/Secret 
Mission, International Karate, Frost 
Byte, Rescue on Fractalus, 3 Weeks 
in Paradise, I of the Mask, Robin of 
Sherlock, Night Gunner, Zoids, 
Combat Lynx, Gyroscope, Rocco, 
Skooldaze, BC's Quest for Tires, 
Yabba Dabba Doo, Jet Set Willy II, 
Merlock the Mede, Skyfox, Frank 
Bruno's Boxing, Chuckie Egg II, 
Galaxian, Pole Position, Project 
Future, Superchess 3.5, Stainless 
Steel, Starstrike II, Cyberun, 
Quartzatron, Think!, Moon Cresta, 
The Planets, Off the Hook 
compilation. Potty Pidgeon, Mugsys 
Revenge, Geoff Capes Strongman, 
Panzadrome, Falklands 82, Cop-out, 
Sir Lancelot, Equinox, Deep Strike, 
Fat Worm, Thanatos, Contact Sam 
Cruise, Ghostbusters, Death Star 
Interceptor, Supersleuth, Sherlock, 
Ballblazer, Mindshadow, Hurg 


£2.99 EACH 


Trail Blazer, Football Manager, 
Amazon Women, War, Prodigy, 
Tarzan, Highland, Master of the 
Universe, Virgin Atlantic Challenge, 
Crystal Castles, Saboteur, Robin of 


Sherwood, Abersoft Forth, Dragons 
Lair, Adventure Quest, Superbowl, 
Young Ones, Adrian Mole Book and 
Tape, WOW Games compilation, 
Sold a Million, Heavy on the Majick, 
Future Knight, Avenger, Crash 
Smashes II compilation. The 
Eidolon, Never Ending Story, Hot 
Shots compilation. Arcade Hall of 
Fame compilation, Terra Cresta, Evil 
Crown, Mini Office, Vectron 3D, Lord 
of the Rings, The Ket Trilogy, 
Pacman, Costa Capers, Gerry the 
Germ, Pyracurse, Impossiball, City 
Slicker, Star Games 1 Compilation, 
Fighter Pilot, Jet Pack, Unbelievable, 
Scott Adam's Compilation, 
KAYLETH. Rebel Planet. Firelord_ 


EDUCATIONAL SOFTWARE 


Spinnaker Software £1.95 each 
Kids of Keys, Fraction Fever, 
Alphabet Zoo, Aegean Voyage, Up 
and Add 'Em, Number Tumblers, 
Logic Levels, Dance Fantasy, Ranch, 
Make a Face, Kiddercomp £7.95 

Hill Macgibbon Pack includes 
Punctuation Pete, Ballooning, 
Special Agent, Car Journey £7.95 


ROTRONICS WAFA DRIVE 


For48K Spectrum only £14.99 
plus £2.50 P&P 

30 day guarantee inc 1 64K wafa 


UTILITIES 


Currah Micro-slots £2.95 

Specdrums £25.00 

Spectrum Power Packs for 48K and 
128K £9.95 

plus £1.00 P&P 
ALPHACOM PAPER 
5 rolls £9.95 

plus £1.00 P&P p&p 1 - 3 titles 75p 

3 or more £1.00 
Overseas £1.20 per tape 
MAKE CHEQUES PAYABLE TO 


LOGIC SALES LTD 


Department 2 17 Leofric Square 
Eastern Industry Peterborough 
Cambs Tel 0733 313870 



HIRE SPECTRUM 
SOFTWARE 


JOIN THE No 1 SPECTRUM 
LIBRARY NOW & GET YOUR 


FREElsn^g| | 


> Over 10,000 tapes FOR HIRE - 
& EDUCATIONAL 


including GAMES. BUSINESS 


[> LOW chgarges — from 63p (PLUS p&p and VAT) for 2 weeks hire. 

> LIFE membership ONLY £5.00 (inc VAT) 

> FREE printed catalogue 

> FREE newsletter with hints, tips, reviews etc. 

> FAST, FAST service — We always use 1st class post 

> European members welcome (Payment in Sterling) 

> HIRE whenever YOU want to — no committment. 

Have you ever been disappointed with software you’ve bought? 
Now you can hire it first. If you like it, buy it at £1.00 off our already 
discounted prices. If you don’t, send it back and its only cost you 
the hire fee. NSL is the best SPECTRUM library, with over 16,000 
delighted members. 

JOIN TODAY, or, if you don’t believe our claims write or phone 
01-661 9240 for a FREE copy of our catalogue. 



42 Harefield Avenue, CHEAM, Surrey SM2 7NE 

I enclose £5.00 for LIFE MEMBERSHIP Please rush my membership kit to 
me. If, within 28 days. I'm not delighted with your service you'll refund my 
membership fee. 

Name_.___—-—-- 

Address___——- ; — 



DAAI ClinHIMTO 


THE ULTIMATE POOLS PREDICTION PROGRAM 

• MASSIVE DATABASE Poolswinner is a sophisticated 
Pools prediction aid. It comes complete with the largest 
database available - 22000 matches over 10 years. 

• PREDICTS Not just SCOREDRAWS, but AWAYS, 

HOMES and NO SCORES. 

• SUCCESSFUL SELEC guarantee that Poolswinner 
performs significantly better than chance. 

• ADAPTABLE Probabilities are given on every fixture - 
choose as many selections as you need for your bet. The 
precise prediction formula can be set by the user - you can 
develop and test your own unique method. 

• SIMPLE DATA ENTRY All team names are in the program. 

Simply type in the reference numbers from the screen. Or use FIXGEN to produce 
fixture list automatically (see below). 

• LEAGUE AND NON-LEAGUE All English and Scottish League teams are 
supported, and also the non-league sides often used on pools coupons. 

• PRINTER SUPPORT Full hard copy printout of data if you have a 

printer PRICE £15.00 (all inclusive) 


Boxed, with detailed 
instruction booklet 


r/wrpju, rniinwFH 

RESULTS DATABASeIySTEM 

I THE PERFECT PROGRAM for everyone interested 
in Football - Soccer Fans, Pools Punters, amateur 
league secretaries and team managers. 

I POWERFUL DATABASE designed to store league 
results and all important statistics for all clubs. 

I SET UP to handle English and Scottish league 
matches, but can be easily converted to non-league, 
amateur and Australian football. 

■ FULL PRINTER SUPPORT: Fixture lists, results, 
league tables, statistical records etc. can be printed out 
if you have a printer, or copied from the screen. 

I UPDATED: The package is supplied with this season’s football results 
already entered into the program. 

I INTEGRATED with POOLSWINNER and FIXGEN: information can be 
exchanged between programs. (Can be used to update Poolswinner.) 

PRICE £15.00 (all inclusive) 





FIXGEN 87/8 


AT LAST: No more struggling for hours to get the 
fixture list into the computer. FIXGEN has been 

— __ _ programmed with all English and Scottish League 

fixtures for 1987/8. Simply type in' the date, and the full fixture list is generated in seconds. 
Fully compatible with Poolswinner and Football Follower. Yearly updates available. 
(Published under licence from the Football League and Scottish Football League.) 

POOLSWINNER with FIXGEN £16.50 (for both) 

FOOTBALL FOLLOWER with FIXGEN £16.50 (for both) 



I FOR SOCCER FANS, the best combination is Football Follower 
with Fixgen. 

FOR POOLS PUNTERS who want a ready made system, 
Poolswinner with Fixgen is the best combination. 

FOR POOLS PUNTERS who want to do more detailed analysis 
and develop their own system, the complete suit of all three 
programs is available at a special price: 
POOLSWINNER+FOOTBALL FOLLOWER-I-FIXGEN 
£26.50 (all inclusive) (ask for “COMBO PACK”) 



COURSEWINNER w 




NOT JUST A TIPSTER 
PROGRAM, Coursewinner 

_ -- V3 can be used by experts 

THE PUNTERS COMPUTER PROGRAM and occasional punters alike. 

You can develop and test your own unique winning system by adjusting the 
analysis formula, or use the program in simple mode. Coursewinner V3 uses 
statistical analysis of major factors including past form, speed ratings, course 
statistics, prize money, weight, going, trainer and jockey form etc, etc. It 
outputs most likely winners, good long odds bets, forecasts, tricasts etc. The 
database includes vital course statistics for all British courses. You can update 
the database - never goes out of date. FULL PRINTER SUPPORT. 


PRICE £15.00 (all inclusive) includes Flat AND National Hunt versions. 


AVAILABILITY... 

All programs available for: 

AMSTRAD CPC’s, PCW’s, PC1512 
All BBC’s 
All SPECTRUMS 
COMMODORE 64/128 

All programs supplied on tape, but automatically transfer to disc or microdrive. 
AMSTRAD PCW and PC1512 supplied on disc (add £3.00). 


Send Cheques/POs for return of post service to ... 


phone 24 hrs SOF1 WARE phone 24 nrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE SK8 2HX. S 061-428 7425 

(Send for full list of our software) 
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GORDO’S 

HELPLINE 


bone to Rolf, R, take the teeth, R, 
take the glass eye. Use the pap¬ 
er plane to get the matches, 
climb the fence, R, drop history 
book, drop the fishing rod, take 
the dead cat, L, L, give it to 
Imelda, L, L, get the candle, R, R, 
R, R, jump stone, R, climb up the 
pole, jump on to the wall, R, R, 
D, R, use the chairleg to break 
the padlock, drop the chair leg, 
R, use matches to light the can¬ 
dle, R, D, R, R, U, R, U, U, U, L, 
Say 'give me the key', U, you 
automatically take the walk- 
man, D, R, U, R, R, D, D, D, L, D, L, 
L, D, L, L, L, jump on to the wall - 
but don't go L because Griffiths 
will catch you, L, L, D, L, L, L, 
climb the fence, L, L, jump on to 
the wall, L, L, D, L. 

And that's it you've finished 

Now, following on from last 
month's column, here's the 
solution to Part 2 of 


Mordon’s Quest 

UNDERSEA AREA (FROM 
BEACH): N,N, NW, Climb into 
boat, D, Take aqualung, N, N, N, 
SE, U, SE, D, N, E, Fill aqualung, 
W, S, NW, Take pearl, NW, N, N, 
N, Off lamp. N, N, Light lamp, 
Take glowing metal object. 
Transport glowing metal object. 
Transport pearl, E, Take dub- 
loons, Transport dubloons, E, E, 
U, Wait, Wait, E, N, N, (Give 
newspaper (he gives you spray). 
Take remote control, S, S, W, D, 
W, W, Off lamp, S, S, Light lamp, 
S, S, S, S, S, S, U, S, S, Drop 
aqualung, S, (back to time 
machine with remote control 
and pyrites). Push button. Give 
pyrites, W, E, E, S, U, Transport 
piece, (back in time machine).. 
FUTURIST AREA (FROM ANTI¬ 
ROOM): E, take Geiger counter, 
W, N, Push plate until you 
emerge in Roman arena (ie chalk 
hollow), NE, E, Move churns. 


GREATBELLY’S THINGY 
1: TIE 2: MOVE 3: 
OVER 4: PORTCULLIS 
5: FIRE 6: THROW 7: 
GUY 8: ROPE 9: CLIMB 
10: ARROW 11: USE 
12: GINGERBREAD 13: 
RAMP 14: UP 15: 
HOLSTER 16: BALLOON 
17: BOX 18: EXAMINE 
19: TAKE 20: CUT 21: 
ENTER 

ALSO: R= Right, L= 
Left, 0= Down, U= 
Up. 


♦ 

♦ 

♦ 

♦ 

♦ 

♦ 

♦ 


INFORMATION 

• The Cassette Cretin (sic) 
of 32 Swanston View, Edin¬ 
burgh EH 10 7DO begs any¬ 
one and everyone to tell him 
how to find Moonhenge in 
Lords of Midnight or any tips 
for all of Eureka! or, breath¬ 
lessly, for help with The Fen 
and the Dark. In return he's 
got solutions for Seabase 
Delta and Planet of Death, 

• Anyone needing solu¬ 
tions to Hulk, Sherlock, Col¬ 
our of Magic, Tir na Nog or 
Vera Cruz can send 30p plus 
the usual sae to Tim Warren, 
17 Bowyer Drive, Cip- 
penham, Slough, Berks. SL1 
5EB 

• If you fancy a Yugoslav 
contact, Naris Nukic, Koste 
Abrasevica 12,71000 Sara¬ 
jevo needs help with Mind- 
stone and Sorcerer of 


Take rings. Transport ring, W, 
W, Examine straw. Take batter, 
E, S, S, (Back to time machine). 
Press plate (from anti-room), E, 
Drop Geiger counter, E, SW, SE, 
SE, Spray paint, 8875, S, Take 
device. Transport device, N, NW, 
S, S, S, Take ingot. Transport 
ingot, N, N, N, NW, W, W, N, E, 
Insert battery, W, S, E, E, Touch 
plate, S, Press 3, Press 1, Press 2, 
Press 2, Press 4, Press 1, N, W, 
Touch plate, S, S, S, Touch plate, 
N, Take orb. Transport orb, NW, 
NW, Take cigar, NW, NW, 
Perseverance, N, Take unit. 
Transport unit, S, SE, SE, SE, S, 
Touch plate, N, N, N, E, SE, NE, 
NW, NE, NW, W, W, S, SE, SE, 


EXCHANGE 

Claymorgue. Mo's comple¬ 
ted Mafia Contract II, Heroes 
of Karn and Vera Cruz plus 
will assist with Robin of 
Sherwood, H.Q.T.M. and 
Hunchback 

# John Doeherty, previous¬ 
ly mentioned of 38, Grosve- 
nor Road Greenock, Ren¬ 
frewshire PE 15 2DR would 
love to answer an infinite 
amount of questions on a 
total of 26 games, including 
Hulk, Knight Tyme, Finders 
Keepers, various Arties, etc. 
etc. Also, unlike some 
money grabbers there's no 
charge or hidden extras and 
no holiday for two in Milton 
Keynes. All he asks is a 
stamp to return the answers 
- ask him for a list If you like. 
See you next moon. Thank 
you and good night 


Take Roman, Take Cretan, 
Transport Roman, Transport 
Cretan, NW, NW, N, N, (back to 
time machine) 

ROMAN AREA (FROM CHALK 
HOLLOW): N, N, N, N, N, N, N, 
Take sword. Take shield. Smoke 
cigar. Transport laurels, S, S, S, 
W, W, N, NE, Kill minotaur. Skin 
minotaur. Take piece of machi¬ 
ne, Transport piece. And that's 

GORDO 

GREATBELLY 

Star material if ever 
there was 





















































































































I t's absolutely astonishing 
how many times the free 
peoples of the galactic 
empire have to put all their trust 
in me to save them. 

It's pretty mistaken, too, I can 
tell you. The invading evil 
hoards had completely wiped 
out my people half a dozen 
times before I even figured out 
what was going on in Last 
Mission, let alone put up a 
credible defence. 


Last Mission is actually a 
pretty good conversion of a 
classic coin-op gory kill blast. 

It's farily conventional but made 
marginally novel by a wrap¬ 
around screen and 360° 
movement. OK so this is about 
as original as Asteroids but 
anyway .. . 

The aim is to conquer an 
enemy starbase - which looks 
curiously enough like many 
other alien starbases, ie kind of 
like Milton Keynes (industrial 
and squarish with cycle paths). 
Both must've had the same 
architect. 

The industrial complex is 
defended by small aliens who 
fire small, easy-to-miss bullets 
at you and gigantic aliens which 
fire awfully fast laser bolts at 
you. 

To begin with, as with all the 





T the moment. So far tho * d 
•cross^rom° n us 0 £ 8 w' ith I Met - 
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last MISSION 

Label: US Gold 
Author: Probe 


LB SR 


best games, you keep getting 
wiped out in seconds. 

The secret to the game is to 
locate the more sophisticated 
weapons which start to make 
your ship more of a match for 
the alien hoards. Extra weapons 
are dotted around the area. 
Bumping into them picks them 
up, the keyboard selects 
between them. Should you do 
really well (or be very very 
lucky) you could find yourself 
with multi-directional photon 
bolts, a defensive force shield 
and extra lives. 

At this point the game 
actually becomes too easy - 
you can blitz everything with no 
danger. There is a drawback 
however-things run out and 
pretty soon you're back to one 
pathetic laser going farp, farp. 

Last Mission looks OK, 
though not astounding and the 
graphics are quite detailed both 
in background and sprites. I 
found it a bit 'cluttered' looking 
but perhaps that's just me. US 
Gold has even (gasp) managed 


to make the ship a distinct 
colour from the two 
background ones. Mr Attribute 
where are you now? 

Sound is not bad either - 
clever stuff in the title page 
sounds like several (very 
wobbly) tracks at once - and the 
blurps and boings in the game 




gaga 


BSBB 


are satisfacrory. 

Last Mission isn't quite 'just 
another space shoot-em-up' but 
it comes near. The 360° playing 
field works well as a change and 
l guess the game is about as 
good a way of saving the world 
as any other* 
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I CAM 3UMF LiK£ A FL£f\ AMP £V£M GLiV£ 
r<4£ bAL£Y TJ40MF60M OF T446 FlA/O OF US - 
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no m&Mer fco# KAR1 


TAI-PA)J: CPEdTRt/iVi dACC £ 7 .<> 5 , dd>Vi>iOb<DRE dACC ^s.p 5 blCt £12.95, 
AViCTRAb dACC biCC £14.95, ATARI CT biCC £19.95, MCX dACC 
iftVi/AMCTRAb Pd + ddViPATiftLEC £19.95. 

HCAb OVER HEELC: CPEdTRC^Vi dACC £ 7 .*?, ddVTMdbdRE dACC £s .<?5 blCC 
A/2.<?5, AMCTRAb dACC £s. *5 bi£C MCX dACC £s. 95 , Pdto ^.p 5 . 

Ocean Software Limited • Ocean House 



• 6 Central Street • Manes 































VlC/iTA/JT£: CPEdTROiVi 2ACC X7.i?5, 

AMCTRAb OA£C £s.<?5 bl£C &W..9S. 
U)l2^ALL: CPCdTROOi OACC £. 7 . 95 , CO>i>lObO££ 
l>iCC £ 12 . 95 , AHCTRAb> OACC Xs.P5 bi^C £ 14 . 95 . 
• M2 5NS • Telephone 061 832 6633 • Telex 669977 Oceans G 
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ADVENTURE 


T he easiest way of adding 
commands to The Quill is 
to take over another 
command (‘Invasion Of The 
Body Snatchers all over again 
...) and then glance over to a 
flag value. 

Sound difficult? No problem! 




■ o you have the Quill to win? Hoy Stead does and, followng 
his PAW-pieee last month, here is all you need to know to 
add your own commands to Gillsoffs earlier adventure 
generator, the Quill 


At address 26641 in Patch is a 
handy little table consisting of 
37 pairs of numbers, each a 
WORD address pointing to the 
start of a command routine, 
(the addresses refer to Inven, 
Desc, Quit, End, Done, OK, 
Anykey, Save, Load, Turns, 
Score, GLS, Dropall, Autog, 
Autod, Autow, Autor, Pause, 
Paper, Ink, Border, Goto, 
Message, Remove, Get, Drop, 
Wear, Destroy, Create, Swap, 
Place, Set, Clear, Plus, Minus, 
Let and Beep in that order). 

Change one of these start 
addresses (or the code at the 
address) and the command will 
do whatever you want! (If you 
want a new condition, there’s a 
similar look-up table at 25840 - 
with the order of the 
conditions as in the back of the 
Quill manual). 

On entry to your routine, the 
accumulator holds the value of 
the first command parameter 


(if there is one), IX holds the 
address of flag zero (=23296) 
and HL holds the sume of the 
two (That is, the content of HL 
is the value of the flag whose 
number is the first parameter). 
DE holds 23333+ Accumulator, 
which means that the contents 
of DE, (DE), is the location of 
the object whose number is the 
first parameter. To obtain the 
value of any second parameter, 
Inc Be then Ld, A (BC). You can 
do anything you like in the 
routine - but do not corrupt BC 
or IX- and finish with a ‘JP 
26572’ instruction to return 
control to the “Patch” proper. 

The player’s current location 
is held in the two-byte Word at 
23331 and the table of start 
addresses of Patch routines is at 
24956. To print a system 
message, put the number in the 
HL register pair and Call 26847. 
To print a “message text’, do the 
same - except use Call 26868. 


Surely that should be enough 
to be getting along with. 

Here’s an example of a 
routine to print out the value of 
any flag then print a character. 
Doesn’t sound too useful, eh? 
Imagine the scene in a D&D- 
style game... 

“...You round the corner and 
are confronted by a huge 
Arachnoid with razor-sharp 
teeth, Skill Level 6 and Power 
Level 12. Attack Arachnoid. You 
swipe at it and your sword bites 
into it’s chitinous body, but the 
arachnoid’s flailing limbs cut 
your shoulder. Your power 


TABLE I 

26601 PUSH BC 

26602 LD A, (*tt> 

26603 LD, C, A 

26604 LD, B, 0 
26606 CALL 6683d 

26609 POP BC 

26610 INC BC 
26611.' LD A, (BC) 

26612 BST tm 

26613 .'' JP 2691724 


level is now 12. The arachnoids 
is 9...” 

Just try doing that without 
this command. Eager to try out 
the action, huh? Then type 
Table I into your nearest 
Hexloader ... 

...Or, for those of you who 
don’t want to muck about, just 
type in this program and it’ll 
Load in your Patched game, put 
the routine in memory and 
start the adventure for you: 

10 CLEAR 24662: LOAD‘“ CODE: 
LOAD” CODE; RESTORE 
20 FOR x = 26601 TO 26615: 
READ a: POKE x, a: NEXT x 
30 RANDOMIZE USR 25000 
40 DATA 197, 126, 79, 6 0, 205, 
27, 26, 193, 3, 10, 215, 195, 204, 
103B 


- Preserve pointer to database 

- Put value of mg* flag in accumulator > 

- And put this,, in 

- turn, In BC register pair ;••••'+:• 

- PRlNT lgs number • 

- Restore pointer, move it on and pitti 
nex parameter in accumulator 


- Print this as a character (e.g* 32 is 

. SPACE, etc) . . 

- Cdittinue witii mM ‘Qtiljir 

commaml. ; ^ 


MICRODRIVE AND 
INTERFACE OFFERS 

Express Service - order by phone - 
Free C.O.D. service over £20 in U.K. 


STARTER PACK 1 

Microdrive unit, Interface 1 (to connect RS232, network and 
Microdrives to your Spectrum) plus a demonstration cartridge. 
Delivered for only £57.50 
STARTER PACK 2 

Two Microdrive units, Interface 1 plus a demonstration 
cartridge. 

Delivered for only £83.50 
EXTENSION PACK 
Second (or third or fourth ...) Microdrive unit(s). 
Delivered for only £27.50 
CARTRIDGE PACK 
Five blank cartridges 
Delivered for only £9 

Make cheques payable to Applied Technology. 

Export orders outside Europe: add £4 for Australia and countries bordering 
Pacific Ocean, elsewhere add £2. Where insured parcel service is not 
available goods are sent at customers' risk. 

Delivery ex-stock at time of going to print, all units carry manufacturers' 
1987 serial number. 



APPLIED TECHNOLOGY 
64 Tannery Drift 
Royston, Herts SG8 5DE 
Tel: 0763 41754 


fir 

(265) 


DATA-SKIP 


PRESENTS: 



With the Videoface you can transfer television 
pictures into Spectrum SCREENS. With this 
SCREENS you can do whatever you like. You 
can LOAD them into a drawing program or 
make hardcopies on a printer (see examples) 

For the Videoface a video-out signal is needed 
so you can use a video recorder, camera or 
scart-television. 

You can even use another computer as a 
transmitter. What would you think of a 
Commodore screen in your Spec?? 

The Videoface scans continuously and 
because of it’s speed, it appears you’re 
watching a digitised movie! 

The Videoface produces a high-res 256 x 192 
x 4 bit screen. 

The software is fully menudriven and is Beta 
and microdrive-compatible. 

Slice adjustable while scanning. Always 
stores the latest six screens for animations! 

The Videoface digitieses a picture in 0.27 
seconds! 

And you can use it for fun, computer art or 
professional aims 

So why hesitate? Rush to the mailbox and 
order now! 

The Data-Skip Videoface digitiser is £69, 

Trade enquiries welcome, please contact us: 

(0) 1820-20581 Data-Skip, L. Willemsteeg 
10,2801 WC Gouda. Holland 
Also available from Romantic Robot 01 625 9463 



■most' are all real S^x't run 
scr<'t?n-shot s! 

DIGITISER 



The Data-Skip Videoface digitiser is £69 or HFL 
£249.00. Please add £1.00 for P&P. 


SEIKO RC1000 


Wrist terminal with 2k of free memory to store e.g. 
addresses, telephone numbers or appointments. 
Extensive alarm facilities (daily, weekly and 
yearly alarms) also gives you the world time of 
nearly every place in the world. Fully 
programmable on your Spectrum 48k (with 
interface 1) or Sinclair QL. Data transmission 
software, interconnection cable and watch 
included. Very good value at a bargain price 
of £49.95 or HFL 160.00. 

Please state Spectrum or 0L 


VTX5000 


Modem + Interface software in eprom Works in 
every country of the world. £49.50 or HFL 160.00 


DESK TOP AMX 


Here is your mouse driven desk top. (Opus disc 
drive only). Also included screen dumping just 
£5.95 

Please send me.Videofaces at 

£69 each. Please add £1.00 P&P 

Micro Connection (Belgium) 
ABC (Germany) 












































BARGAIN SOFTWARE: 

Unit 1; 1 Esmond Road; London W.4. 


1BR 


PRICE PROMISE 







BARGAIN SOFTWARE ORDER FORM 

Please send me the following titles. BLOCK capitals please! 


SINCLAIR USER AUGUST 


Date . 




Title:— 

Amount 











Total Enclosed £ 



Name. 


Address 


Tel. No. 


Please make cheques or postal orders payable to BARGAIN SOFTWARE. 
Prices include P&P within the U.K: Europe please add £0.75 per tape: 
Elsewhere please add £1.00 extra per tape 
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W e know you're wondering. How can a mere five 
people put together such an awesome magazine 


W people put together such an awesome magazine 
in a mere month? 

Is it done with some kind of top secret technology - 
direct brain-to-computer copy input perhaps? Do we 
all work on batteries, perhaps, you may think, we 
don't actually exist and the entire magazine is put 
together by YOP people? 

At last in response to literally zillions of requests 
(well not literally zillions - if it really was zillions 
that'd be even more readers than there are people on 
the planet), we finally give you the answer to the 
question: What on earth is going on? 


How 


SU 


is Pi 


... A True Sto 


|Q ^ Having thrown 


9 29 T 

1 ■ £m I € 


I The gJJ offices are 
" empty except for the 
hysterical bleeping of the 
computers (somebody forgot to 
turn them off) 


jinin9 


numbed 


‘the post all over 
the floor the team have at last 
found the software package 
they were all looking for. Into 
the computer it gets loaded. 
Wohl Check out those sprites, 
look at that scrolling I Must be 
coffee time 


9 3 /\Jim Douglas arrives. 

mDKJl 


W ‘- 


f Takes off moody 
sunglasses - puts umbrella away. 
Moodily grabs phone which is 
ringing. It is a software house 
explaining that its game is not 
ready yet 


i n nn Everybody 

I \J.\J\J has arrived 


else 


10.1 


/\ £ All coffees drunk 
i V/ JQ2| is ready to 
rock n' roll. There is a loud 
whoop from the entire staff as 
David Kelly commands "OK guys 
it's showtime!" Tamara Howard 
kicks David under the table - 
she is not a guy 


| ^ ■J/VThe Post. Usually 
I Vi J va mad rush to the 
dark and clammy EMAP 
basement where the post - 
bulky parcels containing 
astonishingly exciting new 
games sent by eager software 
houses - is stored 




▲ Here we see the truly 
expert ^3 Review Team 
engrossed in a critical 
appraisal of the latest 
bowls simulation from 
Snoozesoft. Reviews are 
the most important part 
of the magazine , and If 
there weren't any we'd 
have to fill up the space 
with adverts or some¬ 
thing ... 


Mot a _ 
‘fdyoi 
haircut 




▲ James the man' Douglas 
keeping British Telecom 
afloat. Jim tactfully suggests 
that now is not a good time 
for him to make the coffee 


A P By this point the 

I ■ m 3t 





Big package /probably for 
IBM System User magazine 
or something equally 
boring) 


f telephones are 
humming with software houses 
putting back the release dates 
of software until the only game 
currently available to put in the 
magazine is a budget title called 
Petulent Pedro. "Could we 
make it a double page colour 
spread?" wonders David. Jim 
rings up five hundred people 
simultaneously. Four hundred 
and ninety seven of them are in 
a meeting 


52*** 




Here we see Tamara the 
newest member of the team 
searching the postbag for 
... urn... well post really. 
From this iegandary postbag 
come many of the lege ndary 
games that make QQ the 
wonderful mag it is ^ 


H i, my name's DenizAhmet and for the past seven days I've been 
working in the QJ| offices (Full timel) as part of my work 
experience. 

So Mr Graham (cigar MTaylor thought it might be a good idea if I wrote 
about a typical day at Qj. 

"You've got to be jokingl" was my instant reply. 

"Do I ever joke?" said Graham. 

Well, before I knew it the whole team had surrounded me and 
started cracking their silly jokesl This was just too much for a mere mortal 
like myself so up went the white flag. 

Work starts at 9.30 am. After everyone's come in and had their cups of 
coffee it's get-on-down-to-work-timel Most of the time is spent on the 
phone to software houses (QQ must get some serious phone-bills). Now 
and again you hear the odd yell of frustration from Gareth as he discovers 
he's expected to make another page look interesting without any 
pictures. Every other time it's Tamara shouting about this and that, and 
driving everybody nuts in the processl Around 10.45 am Mr Jim does a 
record-breaking sprint downstairs to get the morning post. 

More games. Yipee, more reviews. 

Any piece of written work is handed over the the Ed - ooerl Mr Ed I 
think gets great pleasure in crossing out people's workl Any page of work 
can quickly be reduced to half in his deadly hands. 

Very long discussions are had about the front cover and posters within 
the mag (I am talkin' mean discussionsl) It struck me that with everything 
else to do not as much time was spent on the computer as I'd expected. 
And I thought everyone would just sit around all day playing gamesl (The 
computers are original 128Ks, by the way). 

Instead It's a very whacky but frustrating hair-pulling type of day in the 
offices. Hectic, even IB 
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Incredible concen¬ 
tration from the 
massed editorial 
team. Note the 
jutting-forward 
heads and severe 
haircut problems * 
caused by over¬ 
exposure to highly 
thrilling software. 1 


Three pens 
for correcting 
copy 

(the bigger 

the pen the less David 

likes the copyj 

i 00 Lunch ‘ A,f those 

■ ■ Vwpeople who are not 
lunching with roving PR people 
go to the pub. Now it is very 
fashionable to pretend that 
journalists are all jolly drunken 
more 


people who like nothing 
tlwi a good lig. However the 
QSI team drink comparatively 
little because they are far too 
busy being incredibly successful 
with the opposite sex. So put J 
that with the bits in your real 
ale, serious journo types 

2 fiO The so offices are 
■ V \Jempty except for the 
hysterical bleeping of the 
computers (somebody forgot to 
turn them off) 

Two 


c °py file ( black 


A David Kelly commander of 
the Starship Q) making fine 
adjustments to copy. Politely 
offering suggestions as to 
way the copy might be 
improved 

Not that David doesn t 
enjoy a joke with the rest of 
the boys - check out his 
brilliant Bob Dylan 


Graham Tayfor working on 
the Petulant Pedro review 
version 57.1. AH 


coff ee 
cups/rest 
under v i 

debris) \J 


Graham at this time are 
answered in the same m 
eg White no sugar 


4 (j(|Coffee. Phones. 

mXJXJ Writing. Subbing. 
Strange cries. Hysterical 
beeping. A joke from Tamara 
“How does an elephant ask for 
a sticky bun?" As the punch line 
to this is visual I'm afraid we 
can't tell you what it is 

6 ^^or 7.00 or sometime 
■ W later .. . The end of 
the day and time for a review of 
the day's events. The successes 
and failures of the day are 
outlined and someone is chosen 
as a scapegoat for everything 
that has gone wrong. Finally, 
the m| team scatter to the four 
corners of the earth via tube, 
car, train and wolf pack (the 
Mad Celt). 

Later that evening the 
offices are empty except forthe 
hysterical bleeping of the 
computers (somebody forgot to 
turn them offJB 


1 ^ f)f)David Kelly 
■ ^ ■ Wdecides that the 
review of Petuient Pedro needs 
to be ready to go by overland 
pony to the typesetters by 
12.10. Graham Taylor's 
typewriter gets put into 
overdrive. Despite recent 
overhauls Graham's typewriter 
has suffered total system 
collapse twelve times in the past 
month. Graham wonders how 
to spell manoeuvre' and looks 
for an excuse to make a joke 
about Mel and Kim in the 
review. "No jokes about Mel 
and Kim," warns David sternly 


m/df 'ighr 


2 /\ fl Everybody arrives 
■ w 1 back. Except for the 
person having lunch with the PR 
person who won't be seen 
before Christmas. David Kelly 
starts working on subbing. 
Subbing is a mysterious process 
where David takes all the good 
bits out of everybody's work 
and replaces it with red biro 
marks. He inserts a joke. He 
takes it out again. He looks 
pained 


The Mad Celt threatens a 
page of with extreme 
violence if it doesn ’t hand 
over some pictures right 
now1 The Mad Celt’s 
ambition in life is to become 
a Blue Peter presenter, i d 
show ’em some things they 
could do with a squeezy 
bottle and some sticky-back 
plastic they've never seen 
before ." he says ominously 


3 AAFr° m behind his 
■ ww massive page-layout 
boards Gareth (Mad Celt) Jones 
emits a curious cry. Strange and 
unearthly, it has been known to 
turn the sensitive mad. The 
hardened Eg team are used to 
it however. It means Gareth is 
wondering how he is supposed 
to lay out the page (this means 
sticking down the bits of 
writing once they have been set 
by the typesetters in an exciting 
way) without any pictures. "In 
the post Gareth ... be here soon 
.. . not to worry" say the team 
imploringly 

Three cups of coffee 
necessary before the Mad^ 
Celt achieves design warp 
speed 
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DESTRUCTO 


ARCADE Label: Bulldog Author: Eugene Messina Price: £1.99 Memory: 48K/ 
128K Joystick: various Reviewer: Jerry Muir 


Budget-buy blasting with novel loop-the-loop flying 
which really throws the cat into the dogfight 

A shoot 'em up's a shoot 'em up ... or is it? This has the traditional 
kill-everything scenario, set over 21 screens but with a really 
bizzare control system. Instead of flipping left or right your plane 
loops the loop in either direction, giving it a feel unlike any blaster you've 
ever played. 

Once you've got used to weaving and diving all over the crowded sky, 
though, you'll be knocking the enemy out towards the ground. When 
enough have hit the battleship, submarine or island below it'll start to 
spout water and sink. But to get past the first few screens you'll have to 
know which of the 15 nasties will succumb to your bullets, and which are 
better dodged. 

Ideal for the odd half-hour when you're looking for some mindless 
mass-destruction. At this price you can't go wrongB 


★ ★★★ 


GEOFF CAPES’ STRONGMAN 

SIMULATION Label: Ricochet Author: Martech/lan McCradle Price: £1.99 
Memory: 48K/128K Joystick: various Reviewer: Jerry Muir 

Re-release of one of the best joystick-jiggler simula¬ 
tions. You'll need brains as well as brawn 

M astertronic's new Ricochet label, which aims to send oldies 
bouncing back, gets off the ground with Geoff Capes' Strong¬ 
man, a sports simulation which was originally swamped in the 
marathon rush of Track 'n' Field variations. There's the obligatory wrist 
exercise at the start, but once you've allocated this body building to 
eight muscle areas you'll need rather more than an indestructible 
joystick. 

Take the Truck Pull, where you have to chase the illuminated muscle 
with a cursor, like a manic Simon, to heave the flatbed across the line. 
Timing is the secret of other tests of strength, such as the Log Chop - a 
race against time to bring down the axe in the right place. 

Sport simulations have a lasting appeal and at this price no fan of the 
game-type should be without Big GeoffB 


★ ★ ★ 


ACTION PACK 3 


COMPILATION Label: WH Smith/Alligata Author: various Price: £4.99 
Memory: 48K/128K Joystick: various Reviewer: Tony Dillon 

Easily one of the most boring compilations I have ever 
played - but it's very, very cheap 

Y ippee, it's here! The new Action Pack from WH Smith, and look at 
the wonderfully exciting games it contains. Who Dares Wins II. 
Wow, what a terrible .. . sorry. I'm supposed to say terrific game - 
it's Commando goes flip screen. Trap, cor! This is nearly as exciting as 
championship mould breeding. It's ruined, though, by the fact that you 
can't see the bullets, the aliens, the missiles and generally anything in 
the game. Indoor Bowling. Weeelaagh! Primitive, man! (Cue Orson 
Welles) Probably the worst bowling game ever. (You don't even get the 
little man bowling the ball!) Finally, it's Octagon. Now, I've got a terrible 
memory but . .. what was I saying? Oh, yes, my memory, but I can 
remember when this game was released and correct me if I'm wrong but 
wasn't that only a month or two ago. Blimy guv, that didn't take long to 
hit the compilation train, lub-a-dub, stone the crows. 

It's not exactly an action packed Action Pack, but it is very cheapB 


I 


MM. This 

M M MM A once-in- 
I m a-lifetime 
opportunity to clean up 
the streets. If there's 
any low-life scuzz 
loitering in your area, 
EEJ's the mag that's 
going to help you dean 
it up. 

Because we're going 
to arm three of our 
readers with rocket 
launchers, and they'll 
be able to take a trip 
down their local high 
street and blow away 
anyone who looks like 
they need sorting out. 

The good news? The 
lucky winners will be 
entirely free from 
prosecution because 
these are no ordinary 
rocket launchers. 
They're Motorised 
Electronic 
Water 
Firing 

Rocket Launchers / 

A bit wet? Hardly. 
These things mean 
business. The water 
from one of these things 
travels 30 feet. That's 
some distance. And it 
can carry enough water 
to keep you going for 
ages. 



brilliant things? 
Because Gremlin 



Graphics' new game is 
Death Wish III, and we all 

fancied the idea of 
playing at being 
Charles Bronson. 


And what sort of 
excuse do we have for 
giving away these 


The rocket launcher is 
Charlie's pet weapon in 
the film, and he brings it 


i i 


r\ 


SPECIAL 


★ ★ 


RIVER RAID 

ARCADE Label: Firebird Author: Activision Price: £1.99 Memory: 48K/128K 
Joystick: various Reviewer: Tony Dillon 


Puny graphics and unbelieveable, unforgivable unplay¬ 
ability. It was better off on the Atari 

H ello, what's this? River Raid. It's so old I wasn't even born when it 
first came out. (Hunts frantically through the cupboard and finds 
old Atari 2600 VCS cartridge.) It's a prehistoric top-bottom 
scroller, flying your jet plane along a treacherous meandering river with 
high cliffs destroying bridges, ships, the planes that come towards you 
and the tanks which fire at you. And be careful not to hit the cliffs. 

Here we go. Wait a minute, there is a speck of dirt on my screen. It 
won't come off, hang on, that dirt is shaped remarkably like a plane. It is 
my plane! Cor, innit small. All the graphics are small, about one UDG 
square big in fact.B 



'OFFER 


fciyMEGfl 

If \\ ““MIX 

VM>TAPE 

■ g° awsomely fa ntasti c was the 




o 

o 


I 



response to the gJJ Mega-mix 
tape offer last month we thought 
we’d give all those people who 
missed out last time a chance 
once again to become the funk¬ 
iest person on your street. 
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THE 

QUESTIONS 

1) Name the actor who 
appeared in the original 
Death Wish and went on 
to co-star with lots of 
take-aways and 
Michelle Pfieffer in two 
completely different 
films? 

2) How many Death 
Wish films have there 
now been? 

3) Name the character 
played by Bronners in 
the Death Wish series. 


THE COUPON * 

Name . 

Address . 


My answers: 1) 
2 ) 


*if anyone from Gremlin or EMAP attempts to 
enter this competition we'H have to use our 
rocket launcher. 


# Three first prize 
winners will be able to 
walk around with a 
rocket launcher under 
their arms and a copy of 
the Death Wish III game 
from Gremlin in the 
back pockets. There's 
more! We're even 
gonna throw in a false 

moustache each 
just to 
complete the 
Bronson 


image!! 


0 Twenty second prize 
winners will also each 
receive a copy of the 
game. 


) yoi 
do? 


ou 

9 


What do 
have to 

Answer the questions 
below and send them 
to: 'False Moustache 
and Rocket Launcher 
Compo, Sinclair User 
Competition Mega¬ 
control, 14 Holkham 
Road, Orton, 
Peterborough P62 OUF. 


f 

L 


Just to remind you, the 
Mega-mix* is a funkified, permu- 
tated twiddled, fiddled, mixed-up 


S900, mclmte Witt the 

Inm WW 2 _ the explosion TtlT’ ^ 5pmees 

Pouted fox your delight * md ** 


mix-down of some of the most 
brilliant Spectrum game sound¬ 
tracks around. 

We’ve added drum-machines, 
samplers, synthesisers, digital re¬ 
verbs, guitar solos and quite 
probably the entire London 
Philharmonic to produce a music 
soundtrack so wonderful you may 
want to hang up your joystick and 
get on your dancing shoes. 

It’s supplied on a single C15 
tape, and since the second side is 
blank you can also use it to store 
your own programs. Not only that 
but it is astoundingly cheap - a 
mere 99p. 

The featured music is written 
by one of the top games track 
talents around - Dave Whittaker - 
mixed down by ace-muso Chris 
Jenkins and includes the sound¬ 
tracks to The Tube and Glider 
Rider, both of which were fea¬ 


tured in the last issue’s Qg] Spec¬ 
trum Top Five soundtrack chart. 

If you’re even slightly into great 
Spectrum music this is your 
chance to blow those Commod¬ 
ore owners A-wayyy. 

‘Note this is an audio tape - 
you do not even have to have a 
Spectrum to get funkified!!!■ 

How to order your 
tape 

Send a cheque or postal order made 
payable to EMAP B-hCP for 99p to 
Sinclair User Music Mega-mix, 14 Hol¬ 
kham Road, Orton Southgate, Peterbor¬ 
ough PE2 OUF. Please allow 28 days for 
delivery. Offer closes September 30. 

Coupon 

I want to get funky on my Spectnun 

please send me . copies of the gj] 

megamix tape. I enclose a cheque for 

£.(0.99p per tape) 

Name. 

Address. 


I 
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IF you reckon we’re talking rubbish 
don’t just stand there ... 

Tell us what you think 

Stick your comments on paper, fill 
in and cut out the coupon below and 
send it in ... 

And if you don’t send us your 
picture - the sillier the better - we’ll 
have to print a picture of a slug 


Silent Service 
Microprose 


Y on were dead right to 
give this a classic. I 
enjoy playing simulations, 
and out of my whole 
collection, this is my 
favourite. It must be one of 
the best and most complex 
simulations to be released. 
The seven reality factors 
make it very playable for 
the beginner. A must for all 
simulation freaks!!! 
Microprose is a company to 
look out forH 

Vladimir 
Leduchowski 
Richmond 
Game Choice: 
Matianoids 



Barbarian 

Palace 

I rushed to buy the game 
as soon as it was 
available. Was I 
disappointed? Not on your 
nelly! Apart from the, ahem, 
packaging and free poster 
(Maria Whittaker in a 
bikini), the game is utterly 
hyper. 

But why, oh why, did you 
only give it ten stars? It 
definitely deserves a 
Classic. 

The slick graphics, 
smooth animation and 
atmospheric background 
scenes are what make the 
game so enjoyable to play. 
It wouldn’t be the same 
without the ‘flying neck- 
chop’ which very 
realistically beheads your 
opponent. Brilliantfl 

James Walker 
Market Rasen 
Lines 


Game Choice: 
Exolon 



tmmmmmmmmmm mm mmm mm mmm:m m m mmm mm 




awful, it’s bug-ridden, and 
it’s extremely aggravating 
when two men are at 
roughly equal distances to 
the ball and the halo plays 
automatic pinball between 
them!!!. It’s almost 
impossible to control the 
ball properly, and the men 
move as though they’re 
skating on ice. Changing 
direction is no mean feat, 


especially if you’re moving 
at almost full speed. The 
only consolation is that it 
tries to be original in some 
respects. Even so, Super 
Soccer only deserves four 
stars, if that!B 

Patrick Turnbull 

Didcot 

Oxon 

Game Choice: 
Enduro Racer 


Super Soccer 
Imagine 


E ight stars!! Jerry Muir 
ought to be in a mental 
asylum! Imagine should 
quit writing software! Super 
Soccer is indescribably 
terrible! 

The colour clashes are 



Oarlock 

Martech 


TTt’s brill. In fact* 
^everything you want out 
of a game. 

As the bodies start to pile 


Nemesis the 

Warlock 

Martech 


Toil gave Nemesis the : 
Warlock a Classic! SHOCK!! 
HORROR!!! HURT!!!! Why? 
This game is utterly useless 
it deserves only five or four 
stars. No way a Classic. 

AH it is is another boring 
platform game like an up¬ 
graded Manic Miner. The 
side-on (boring, boring, 
boring) graphics are CRUD! 
Yes, crad!!! The sound is 
useless too, there are 
hardly any effects and 
when there are they’re not 
worth talking about. I read 
the review, bought the 
game, a nd alm ost died. 

I read |^| regularly and 
think it’s great but you’ve 
gone wrong here!* 

Timothy Reynolds 
Hemel Hempstead 
Herts 

Game Choice: 
Enduro Racer 


As a reader of 2000MD as 
well, I went out and bought 
the game straight away and 
have no regrets* If Fd been 
writing your reviews I’d 
have given it two Classics, 
not one!* 

MGray 

Royston 

Herts 

Game Choice: 

Ikari Warriors 

You’re only allowed one Classic 
at a time, but we take your point. 
(And totally disregard it). 


Amaurote 

Mastertronic 


D espite your rave review 
of Amaurote, I was still 
a little wary before buying 
it. I though that, like to 
many other budget games, 
it might not live up to my 
early expectations. 

However I went ahead 
and bought the game, and 
one look at the amazing 
graphics soon dispelled any 
of my apprehension. 

The game’s got a 
wonderfully animated 
central character, very 
elusive enemy insects and, 
of course, those wonderful 
background graphics. The 
idea of having a repair 
facility, and being able to 
purchase bombs (within a 
certain price limit) is 
excellent, so much better 
than having a limited 
amount of lives. 

At £2.99 I think you 
should have made it 
Classic. Don’t delay, buy 
today!!!* 

Matthew Lintem 
Kinver 
South Staffs 
Game Choice: 
Enduro Racer 
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Arkanoid 

Imagine 

T hud!! Ah well, Level 5 
down the drain. 

Hi folks. Since I 
reluctantly forked out three 
week’s pocket money to 
buy the super-mega 
coverted Breakout I have 
never been off my 128K+2. 

Food is no matter, I just 
drool over the addiction or 
what? Sheer bliss for hours 
on end! 


I’ve got to leave you now, 
but my final message is ... 
Imagine really played a 
trump card. Ta TaB 

Stephen Coates 
Doncaster 
S Yorks 

Came Choice: 
World Class 
Leaderboard 

UJWarning: Too much 
drool can damage your 
addiction. 


E very so often — well very often actually — you write to 
tell us that we know nothing about anything and insist 
that some program we trashed is actually the best game 
ever. Conversely you blast us for saying something is great 
that you absolutely loath and detest. 

Enough is enough. We can’t take any more, if you think 
you’re so clever you write the damn magazine. We mean it! 

Every month well devote a page to a selection of your 
opinions on the latest software. Don’t get mad - write the 
review you think the game should have received and we 

(subject only to space) will print it. 

Now, aside from seeing your work in print we will send 
you a crisp £10—er, cheque — with which to buy the 
software title of your choice — tell us what you plan to 
spend the money on if your review is printed. 

One request, we want to know what you look like so send 
us a picture. Any old picture will do — you at home, in Ibiza, 
in the garden, even making silly faces in photobooths we 
don’t care. 

So get cracking — write your reviews and send them 
together with the completed coupon below. 

YOUR REVIEWS 

Maximum 150 words. No swearing, libel or illegibility and 
come out of the comer fighting. Don’t beat around the bush - 
tell us straight what you think. Send your review (of any 
recent game) plus your picture and fill in the coupon, ‘send 
the lot to The Write Stuff, Sinclair User, 30-32 Farringdon 
Lane, London EC1R 3AU. 


Name.. 


Address... 


The program I would most like to buy with my tenner is 


* Reviews supplied without full name and address will not be 
considered for publication. 


Army Moves 
Ocean 

I have to warn people 
about this game. As soon 
as I saw the review you 
printed for Army Moves I 
rushed out and bought it. A 
month’s pocket money 
wasted on that RUBBISH!!! 
It’s about as addictive as a 
pile of dog dirt. 

I must say the graphics 
are good but on Level 3 the 
subs look like deformed 
baseball bats. How could 
you give such trash ten 
stars and expect to get 
away with it? Jim Douglas 


open your eyes and see the 
light! 

And as for Ocean. It can 
do a lot better than this load 
of (beep)B 

Tony Downey 
Bangor 
Co Down 
Northern Ireland 

Game Choice: 

Auf Wiedersehen 
Monty 

Jim says (removing v. 
horrible sunglasses): OK 
eyes open, cold light of day 
etc etc. I still reckon that 
it’s worth the acclaim._ 


pulling pmgs, ana netng 
eaten by piranhas (!) 
ultimately becomes boring 
- dead boring! 


So you want to know my 
new rating? Four stars 
maximum, and probably 
three - especially if you 
have already bought 
Sweevo’s World. 

Classic indeed! Don’t 
waste your money!B 

Chris Jarrett 
Wells 
Somerset 
Game Choice: 
Barbarian 

At least it was all good 
clean fun! 


wouldn’t give this one starB 

Duncan MacDonald 
Dundee 
Scotland 
Game Choice: 

Head Over Heels 


Saboteur 

Durell 


W hy oh why did |^Q| 
only give Sab II a 
rating of six stars? OK, the 
gameplay is the same as 
that of Sab I but that’s no 
excuse. The graphics are 
superbly animated and well 
drawn. The playability is 
good and I ended up 
playing it all through the 
night. 

Also the difficulty factor 
is just right in the first level 
and goes up at a good rate 
on the other levels. So 
anyone who wants a good 
kick-’em-in game with a 
good plot, buy Sab IIB 

Robin Sparks 
Midlothian 
Game Choice: 
Barbarian 


Skimmer 
The Edge 


H ow could you give this 
game a Classic?! I read 
your review, bought the 
game, and got bored after a 
couple of shots. 

Sure, it has smooth, 
highly-coloured graphics, 
but the game is very boring 
to play and it’s irritating 
and disorientating to be 
bounced about when you hit 
something. 

And you said this was 
serious competition for 
Uridium?!!! No chance. I 


Footballer of 
the Year 
Gremlin 
Graphics 

I think your review of 
Footballer of the Year 
was one of the worst printed 
in your magazine. This 
game deserves more than 
one star! 

Footballer of the Year has 

great graphics, especially 
on the goal scoring screen, 
and a nice little tune. The 
gambling screen is good fun 
too. Compared to Football 
Manager, Footballer of the 
Year wins easilyB 

John Snedden 
East Lothian 
Game Choice: 
Arkanoid 


I 
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... But not before pointing out that the October |2| 
is absolutely stunningly wonderful and contains 
more brilliance than a truck-load of electric lightbulbs 

Check out these features: 

• Double the usual number of pokes! 

• Under Wraps special — if it's secret we II tell you!! 

• What the stars say about their Spectrums!!! 

• Definitive guide to Spectrum stuff at the UK's 

biggest micro show - the PCW Show! 8!! . 

• 3-channel sound in 48K? We show you how!!!!! 

• More Spectrum reviews than any other 
magazine!!!!!! 


Back from Ibiza, September 1 8 
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SO WHAT IS FOOTBAGGING 7 
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e all know that the Americans 
are totally and utterly over the 
top, but I hardly think that that’s a 
legitimate excuse for the appalling 
hype surrounding California Games, 
one of the first of a new batch of 
Epyx titles through US Gold. 

Without getting too excited about 
the whole thing, what happens is 
this. California Games allows you to 
take part in all the usual American 
exhibitionist sports, such as skate¬ 
boarding, surf-boarding, and foot¬ 
bagging (whatever that may mean). In 
order that you may he even more 
amazed, you’ll be allowed to travel 


around the West Coast, Santa Cruz, 
Venice Beach, and even Hollywood 
itself. 

As the blurb says, this ain’t Cali¬ 
fornia Breamin’ - it’s for real, (oh 
please). What it really is, is an 
excuse for a lot of little games to 
make it together and become a big 
compilation, thereby pleasing the 
purchasing public no end. Actually, 
the screen shots look rather nice, 
especially the surfing, which has a 
big blue wave. 

Well it would, wouldn’t it? 

Streetdate: September. 

Price: to be announced 


Douglas?). A woman (Kathleen Tur¬ 
ner?) And a short arab (The one from 
Taxi that nobody knows the name 
of?) There’s actually nothing new 
about it, but, it might be a good 
game. 

Graphically it reminds me some¬ 
what of Livingstone, I Presume? 

sort of pseudo-cartoony characters. 
You can change the control of each 
of the characters, so if you find you 
have trouble being a woman, you can 
become a bespectacled arab in¬ 
stead. Each character has his/her 
own weapon, and you change charac¬ 
ter in order to employ the right 
weapon at the right time. 

Mystery of the Nile doesn’t even 
try to disguise its origins, and for an 
exercise in totally dreadful concept 
cribbing, Firebird wins top marks. 
Here’s hoping Mikey doesn’t hear 
about it. Or there could be trouble. 

Streetdate: September. 

Price: £7.95 


WHICH NILE IS 


THIS? A GEM? 


T hese days film licences are the 
things to go for. A big box office 
smash often makes a successful 
game (financially). On the other hand 
film licences are very expensive. So 
what, if you’re a software house, 
what do you do? Read on .. . 

Jewel of the Mile was an ultra 
successful film starring Kathleen 
Turner and son-of-dimple himself 


Michael Douglas. Firebird on the 
other hand is promising us Mystery 
of the Nile chock full of “new and 
exciting’’ features. A hunt for the 
Jewel of Luxor. (That’s new?) Fight¬ 
ing in Luxor, in the desert, even on 
the top of a train. (Don’t think that’s 
terribly original actually). A gang of 
three. (I’ve got this strange sense of 
deja vu ). A man. (Could it be Michael 


NEXT SIM FROM DIGITAL 


S omeone developed a jet that was 
sooooo secret that even they 
weren’t sure afterwards whether they 
really had developed it, or whether 
they just dreamed it all up. But they 
did invent it, and the Lockheed YF- 
22A is a pretty mean machine. So it’s 
going to make a pretty mean game, 
says Digital Integration. 

Yus. The Advanced Tactical 
Fighter has been given its very own 
game of the same name, and Dl is 
terribly excited about the whole 
thing. Intelligence reports say that 
the Lockheed is virtually undetect¬ 
able, due to its shape and special 
radar cover and doesn’t exist. Good 
thing that it’s not totaly undetect¬ 
able, otherwise the pilot would never 


be able to find it, and that would 
make a pretty boring game all round , 
really wouldn’t it? 

Anyway, ATF is an attempt to , 
combine strategy with simulation. : 
Although it takes quite a lot of 
practise to learn how to fly the jet,j 
once you’ve got going, Dl assures us ' 
that there’s going to be a lot 
destroy. A combination of choosing i 
target, collecting intelligence info, • 
plotting a course and bombing the! 
hell out of it sounds pretty fine to ] 
me! ATF features a smart, 3D gener¬ 
ated relief background, and on Dl’s ' 
reputation alone it ought to be a j 
biggy. 

Streetdate: September. 

Price: £7.95 
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MERCENARY 
SIGN UP 


circumstances, for those of you who 
can eat three shredded wheat and 
still scoff down a piece of toast and 
peanut butter, this next game is 
bound to prove exciting. 

At long last we can all rela, 
beacause Novagen are giving Mer¬ 
cenary on the Spectrum. You’re ex¬ 
cited now, aren’t you? Well, what 
happens is this. Being such a super¬ 
hero-hard-guy, the Mercenary 
doesn’t turn a hair when he crash 
lands on the hostile planet Targ, slap 
bang in the middle of a war between 
the Palyars and the evil invading 
Mechanoids. Totally unperturbed, 
our hero sets off, with only his in¬ 
helmet computerised mentor Benson 
to accompany him. In the interests of 
staying alive and making a bit of 
dosh at the same time, the Mercen¬ 
ary has to find a ship, and as luck 
would have it, Benson knows where 
one can be found. (I hate smart arse 
computers, don’t you)? 

Mercenary appears to be a 3D 
vector graphics sort of game which is 


THE BEAR'S BACK 


B: What’s a matterbooboo? 

A: nothing. What’s the matter with 
you, Yogi? 

Hahaha. You can’t beat a bit of 
archaic humour to start a preview 
(We’d noticed - Ed). Anyway, it’s a 
little more relevant than you may 
think in this case because this is a 
preview of Piranah’s new licence tie- 
in - Yogi Bear! 

Now for those of you who are 
reaching for their June copies, ex* 
periencing a strange sense of deja 
vu, believing we’ve already pre¬ 
viewed Yogi Bear well stop right 
there. It’s back again because now 

i r r g iiiiiiiffi 


we’ve got some really nice screen 
shots for you to see. So shut up. 

Set in the rolling hills and pictur¬ 
esque scenery of Jellystone Park, YB 
(as we already lovingly refer to it) 
involves Yogi trying to rescue 
BooBoo from the clutches of a group 
of shadowy figures, probably enraged 
campers, before he has to hybernate. 

It’s a left-right screen flipping 
game and Yogi runs along in a most 


cartoony manner. Along the way Yogi 
will have to be careful not to get 
caught by the rangers who patrol the 
park. Obviously, cuddly Yoggers 
would never actually attack anyone, 
so he has to find other methods of 
hampering the rangers. ., 

Looking good. 

Streetdate: September 
Price: £9.95 


I t looks a bit like Paperboy but 
Mean Streak from Mirrorsoft is 
more violent by far. Where Paperboy 
had a weedy pedal bike Mean Streak 
has a powerful motorcycle. Where 
PB had chucking papers Mean 
Streak has you on a motrocycle 
equipped with machine guns, oil 
slicks and other offensive weapons. 


that, the end result is that you get to 
barge, blast, trip-up or in some other 
way squeeze the devilish computer- 
controlled cycles right off the road. 

The angled side-on view is pretty 
iclever, the bits where you barge the 
lother bike are really fun and the 
Itrack is littered with ramps, oil cans 
;and assorted spikes. 

What we have, in fact, is a motor¬ 
bike racing game plus serious 
weaponry. Got to be a winning mix- 
I ture I’d have thoughts 
Streetdate: September. 
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PREVIEW 


: NAUGHTYNESS 
: FROM NIPPER II 

• It’s over a year since Jack the 

• I Nipper first appeared on from 

• Gremlin Graphics. Now, after his 

• considerable success in the first 
2 episode he follows the example of 
2 other Gremlin heroes Ting and 

• Bounder in a tropical comeback 

• Coconut Capers 

• Jack the Nipper involved Jack (a 

• nipper) in his hometown, moving 
2 around trying to stir up as much bad 
2 feeling and general trouble as possi- 

• hie by doing nasty things like blowing 

• up all the computers in an electrical 

• shop by shorting them out. 

• The sequel takes place deep in a 
J dense jungle somewhere between 

• here and Australia (Spain?). Jack’s 

• whole family was supposed to be 

• flown out there, in an attempt to 

• curtail his naughtiness, or at least 
2 keep it as far from Britain as possi- 
2 hie. 

• Never being one to do as he’s told, 
•Jack leaps from the plane using his 




are some involved flight routines to 
marvel over, and fascinating puzzles 
set by the underground cavern 
mazes. Can’t wait. 

Streetdate: Early September 
Price: £9.95 

JUDGE DEATH 

O ne would have thought that if a 
person is committed to stamping 
out life and replacing it with death, 
then the first person that one would 
bump off would be oneself, which 
would show that one was serious 
about the whole thing? Well, appa¬ 
rently, that’s not the case with 
Judge Death from Piranha, because 
he’s rather keen to prove to the rest 
of the Universe that living much 
longer is not the good idea that it 
may seem. 


nappy as a parachute. Followed clo¬ 
sely by his father who is understand¬ 
ably livid. On landing, Jack immedi¬ 
ately sets about scoring those points 
on the Naughtyometer. Here, though, 
Jack gets up to things like dropping 
bananas on people and telling bad 
jokes to Hyenas. 

Coconut Capers looks slightly 
different to Jack the Nipper as it’s 
lost the semi-3D element which allo¬ 
wed you to walk into the screen. In 
fact, this was probably the worst 
aspect of the first game, as it was 
rather difficult to judge depth. Now 
the author of the game, Greg Holmes • 
has ditched this in favour of a* 
straightforward side-on view. • 

Streetdate: September • 

Price: £7.99 Z 


. • 


shots s 
^ \ w impressi 
^ A • % grounds. 


astounding 
and very 
playable all at the same time. Screen 
shots so far show us some very 
impressive blue and brown back- 
and it seems clear that a lot 
of fun is going to be had 
by all. Then 


Yes, it’s 2000AD time again, with 
yet another character from the 
famous mag being given a starring 
role in his very own game. Judge 
Death and the rest of the Dark Judges 
are on the rampage, and it seems 
that nothing’s going to stop them 
from causing world-wide inertia due 
to severe death. 

A jolly good blast about is what it 
sounds like, we’re told that only 
Judge Anderson’s psychic powers 
and blazing gun can save the inhabi¬ 
tants of Megacity and the rest of the 
world from having Judge Death’s 
deathly hands plunged into their 
bodies. (Ugh). The Final Conflict 
takes place on Judge death’s very 
own planet, (Deathworld, quel surpri¬ 
se) in another dimension from the 
one we’re in at the moment. 
Streetdate: October 
Price: £9.95 


BALL BREAKER 

C RL thought that you’d be in¬ 
terested to see a picture of their 
great new 3D Breakout style game, 
Ballbreaker and who are we to 
argue? Mmm-mmm. Looks great, 
doesn’t it? 

Streetdate: August. 

Price: £7.95 


gGRYZOR GETS 

= fVeen Beret in space. That’s a 
= 1 pretty fair description of Gryzor, 
SB Ocean’s latest coin-op conversion. 
55 Yes, I know the screenshot looks 
55 more like a 3D style game, but that’s 
— one of the interior scenes, you see. 

- Most of the gameplay involves 

z== travelling across mutated alien land- 

- scapes and blowing degrees of crap 

^ out of anything that moves. Instead 
= of being armed with a fairly puny rifle 
= and flamethrower, though, you get to 
= play around with an enormous laser 
= shotgun that wipes out anything in 
bs it’s way. You also pick up additional 
SS firepower modules that let you fire in 
55 three directions at once. 
as Using all his athletic abilities, the 
= hero must leap over yawning chasms 


GREEN BERET m 

and somersault his way past untold = 
booby-traps, shooting guards and 
robots and everything else. SB 

After working through ever larger 55 
and tougher groups of aliens, you’ve = 
got to make your way into part of the 
robotic nerve centre and destroy a 
section. The further into the game , 

you get the deeper into the centre - 

you’ll have to go. (It’s this section 

you can see in the shot.) - 

If the conversion comes anywhere = 
near the standard of the coin-op (and = 
judging by Ocean’s current form, = 
there’s no reason why it shouldn’t) 
we should ahve a superb game. 

Streetdate: September/October = 

Price: £7.95 = 
























































































PREVIEW 


DROID OUT REAL NICE 


O h God - you’re a droid again. In* 
Players’ Xanthius you’re pack¬ 


aged off to go and sort out a proces¬ 
sing plant which is gradually crack¬ 
ing up due to faulty parts. 

Your droid has to zoom around 
eight processing units topping up 
their energy and generally keeping 
things going. Needless to say this 
involves much blasting of the native 
alien wildlife. 


From the demo version we’ve seen 
it looks like it could be very nifty 
indeed. The droid itself walks about 
like a deranged ballet dancer and 
generally the graphics are large, 
colourful and smooth. 

Sounds a bit strategic combined 
with arcady bits and pieces really 
doesn’t it? 

Streetdate: September. 

Price: £1.99 


COOKE-ING 
UP EARTH 


LIGHT 


N exus has been a might quiet 
Is 


■lately. Its next releases on the 
Spectrum won’t be out ’til Xmas, but 
we thought you’d be interested in a 
sneak preview. 

Earth Light is the latest from the 
topping pen of Pete Cooke who 
brought you Academy, Tau Ceti and 
Micronaut One. It’s a 30 shoot-out 
in space, and you can bet that the 
graphics are going to be pretty 
damned special indeed. 

Earth Light is a bit of a departure 
for Pete as it doesn’t involve the 
first-person 30 that was used in Tau 
Ceti and Micronaut One (ie you sit 
in the cabin of your spaceship and 
the world moves around the outside). 
This time, things have a different 
angle on them, as the screen scrolls 
from left to right and your spaceship 
can move in and out of the screen, 
under or over (or in front and behind) 
the obstacles in your path. 


NOTA PENNY 


I ook, this is really true OIL I didn’t 
Lmake it up. Oemark is going to do 
a game based on ... I’m not sure 1 
believe this myself but... a book by 
Jeffrey Archer. Gasp! 

The book in question is Mat * 
Penny mm Hot a Penny Less which 
is considered If Gtose who admit to 
reading Jeffrey Archer eeseJc fa he 
the least bad by far. 

Bomark is saying nothing about the 
plot except that it will “be closely 
based on the book”. That reveals the 
following: it’s all about this man who 
is ripped off by another man, who 
finds lots of people who were also 
ripped off by the same man mid who 
then resolves to get back ‘Not a 
Penny More Not a Penny less’ than 
was stolen in the first oiace. 

Sounds tike an adventure game to 
me, but I coaid be wrong though. 

Streetdate: September. 

Price: unknown 


FIFTH QUADRANT BUBBLE 


I t’s been quite a while since any- 
tl 


■thing has appeared from Bubble 
Bus. It’s last offering, Ice Temple 
was quite nice, and it’s stuck with 
the space theme for Fifth Quadrant 
which has been promised for ages 
and now looks to be nearly here. 

Apparently you are a crewmember 
upon the good ship Orion. You and 
your crew have been in suspended 
animation - due to the length of the 
flight - and, on waking, you’re under¬ 
standably miffed to discover that 
your entire ship has been taken over 
by Zimen, whoever they may be. 
Having been given free reign of the 
ship for ages, the Zimen have man¬ 
aged to break practically everything 
in sight or alter the computerised 
control mechanisims so they only 
work in Zimeneeze. 

The aim of the game is to take 
control of your four characters (Cap¬ 


tain Slog, Plot, Knut and Bodd) and 
somehow regain control of the ship. 
Not quite as easy as it sounds, 
considering a few of your characters 
are being guarded and confined by 
locked doors. 

Each character has different capa¬ 
bilities, and will be able to help out 
with varying degrees of success in 
each situation you put them in. Not 
much use expecting the navigator to 
be able to fix a broken coffee machi¬ 
ne. 

There are 230 rooms to get lost in, 
and the graphics are very 3D and, 
urn, well, they’re not very great in 
fact, but the thinking element should 
offer some consolation. This certain¬ 
ly isn’t a blasty thing so steer well 
clear if the thought of a little mental 
agility throws you into a coma. 

Streetdate: August. 

Price: £8.95 


★★★★★★★★★★★★★★★★★★★★★★★★★★ 


Streetdate: Xmas. 
Price: unannounced 


SLED ASTRAY 


BATTLE PLAN 


B ack in the days of Algy, Ginger 
and Biggies (I always thought Algy 


Dand Biggies (I always thought Algy 
was more deserving of fame and 
fortune) men could be found larking 
about in cigar shaped things painted 
with green and brown blobs (he 
means Spitfires - Ed). 

And for everyone who can remem¬ 
ber, or would like to re-enact the 
rather topping conflict, PSS has re¬ 
leased its rather wonderful Battle of 
Britain at a flyaway budget price! 
Yup. £4.99. Worrabargain. 

Along with Battle for Midway and 
Theatre Europe all appearing on the 
new PSS label, Classic Conflicts, 
we’re sure that the programs are 
going to go like a bomb. Hahaha. 

Streetdate: August. 

Price: £4.99 


S imulations needn’t necessarily be 
about flying things. And to prove 
it here’s one that isn’t. 

A lot of people are saying (well, 
one or two really) that the British 
bobsleigh team have a dashed good 
chance of winning the Olympic 
Games in Calgary next year. So bobs¬ 
leighing is obviously a pretty topical 
subject, and, you’ve guessed it, good 
game material. 

That’s how Digitial Integration 
sees it anyway and - Bob’s your 


uncle - it’s gone ahead and is in the 
process of bringing out a game by the 
name of Bobsleigh, which features a 
man, a Bob, and a lot of very slippery 
ice stuff. 

Together with the help of Nick 
Phipps, British team leader, and 
therefore pretty nifty with a Bob 
himself, 01 is putting together a 
game which will give the player the 
chance to slide down an extremely 
slippery ice slope very fast indeed, 
and cause an immense amount of 
damage to himself, his team, and 
indeed, his Bob. 


Select your team, choose the right 
sort of sleigh, and get to compete on 
some of the most famous internatio¬ 
nal bobsleigh runs. All the while 
keeping an eye on the championship 
fund so that you don’t run out of 
dosh. The races themselves will be 
offered to you in startling 3D driver’s- 
eye view graphics, and there will be 
multiple skill level set to choose 
from. I always reckoned the real 
thing on TV looked horrifyingly dan¬ 
gerous - so the game could be too. 

Streetdate: Autumn 




































































Master the tube 


Never re-enter a 
screen 

Things are harder the 
\£2r second time around. Try 
not to get trapped, because if 
you have to go back, you can be 
sure that that screen is going to 
be more difficult 


Always complete 
a screen where 
possible 

® lf you can, kill off all the 
meanies in a screen for a 
nice juicy bonues. Rather than 
picking up the computer compo¬ 
nents and getting the hell out of 
there, stick around and clean up 
the whole floor 


Hot q« ,te 

fact 


sure 








If it moves, jump 
on it 

Most nasties can be des- 

troyed by just springing 
up into the air and landing on 
them. But beware anything 
with spikes or a helmet. Your 
average nasty will disintegrate 
into a pleasing points score, but 
those with pointy heads will just 
rebound you into the wide blue 
yonder. Spikes will make Thing 
bounce over and over again, 
and too much bounce drains 
Thing s oil, not to mention giv¬ 
ing him a sore head where he 
hits on whatever's above him. 
Best choice it to leave the spiky 
ones alone 


Collect those 
hearts 

© Being a creature of totally 
mythical origins. Thing 
has three hearts. And he can get 
more. Not that more hearts do 
him any good at all, because he 
can't carry more than three at a 
time. So if you happen to come 
across a new heart, remember 
that if you've already got a full 
complement of lives, you can't 
have another one. If you know 
you're going to die soon, and 
you see a heart, get in there, die 
quickly and then pick up a new 
heart. Then you'll be fully alive 


Thing's rolling in the wrong 
direction and there 's no way 
round 

The all important air-vent 


th/n gs 

■rsPHrey 


r *ther 


/ike. 


linker 


Before he can do any- 
VSr thing else. Thing has to 
get on to a part of the toy 
factory floor. He can only do this 
by escaping through one of the 
air vents. Unfortunately, there 
are loads of the Goblin's guards 
charging around the place, and 
so Thing gets buffeted about, 
and can't find his way out. The 
only way to get out is to use the 
10 panics' that you have per 
life, and change direction in the 
tubes. Keep pausing the game, 
and make a rough map of the 
tube layout. That way you can 
work out where you want to go 
without wasting panics and 
being buffeted by the guards 


e here at gy have exhausted all the bounty Jokes, 
There are no more puns left in elasticity. So rather than 
ore you rigid with any more quips about springiness, 
going to tell you something extraordinarily useful, in other 
this month s Classic Moves will put a spring Into your step 
ana a xolng In your hem because were going to tel you howto 
win at Gremlin's Thing Bounces Back 
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TAKENi 



r DEPT SU 6 

i 47 BRIDGE STREET 
NEWCASTLE 
STAFFS 
ST5 2RY 
Tel: 0782 619159 


SPECTRUM SPECIALS 


Exolon 
Sold a Million 
Last Ninja 
Army Moves 
FI 5 Strike Eagle 
Now Games 4 
Barbarian 
Renegade 

World C Leaderboard 

Tai Pan 

Zynaps 

Ninja Hampster 

Prohibition 

Catch 23 

Enduro Racer 

Gauntlet 

Hydrofool 

Arkanoid 

Head Over Heels 

Trio Hit Pack 

Six Pack 

Sentinel 

Bismark 

Vulcan 

Legions of Death 
Kat Trap 

Classic Collection 
Trail Blazer 


5.50 
2.99 

6.50 

5.50 
6.95 
6.95 
6.95 

5.50 

6.50 

5.50 
5.50 

5.50 
6.95 

6.50 

6.95 

4.95 

5.50 
5.50 
5.50 

6.95 
6.95 
6.95 
6.95 
6.95 

6.95 

2.95 

3.95 
3.95 


Marble Madness Con Kit 2.99 


Sigma 7 
The Young Ones 
Druid 

City Slicker 

Sorcery 

Firelord 

Galaxian 

Dangermouse 

Enduro 

OrbixTerrorball 
Sky Runner 
Evil Crown 


2.99 

2.99 

2.99 

299 

2.99 

2.99 

2.99 

1.99 

2.99 
2.99 
3.95 
2 99 


Blackhawk 1.99 

AcroJet 3.95 

SPECTRUM SPECIALS 

Pyracurse 2.99 

Krackout 3.95 

Heartland 2.99 

I.C.U.P.S. 2.99 

Robin of the Wood (128 
only) 2.99 

WaronWant 2.99 

Avenger 3.95 

Hotshots (4 games) 2.99 

Megahits (10 games) 4.95 

Icicle Works 2.99 

Virgin Atlantic Challenge 2.99 
Snooker 1.99 

5 Computer Hits 3.95 

The Hobbit 3.95 

NowGames3 3.95 

Falcon Patrol II 2.99 

Rebel Planet 2.99 

Fat Worm 2.99 

Deep Strike 2.99 

Conquestador 1,99 

Runestone 2.99 

Knightshade 2.99 

Enigma Force 1.99 

Star Games 1 4.95 

F.A. Cup Football 2.99 

Rode Runner 6.50 

Strike Force S.A.S 2.99 

Light Force 3.95 

Movie 2.99 

Mag Max 5.50 

The Big Sleaze 6.95 

Dan Dare 2.99 

Killed Until Dead 6.95 

Elite 7.50 

AufWiedersein Monty 5.50 
Living Daylights 6.95 


Scalextric 
Durell Big 4 
Paperboy 
Ace of Aces 
Nemesis 
Quartet 
Wonderboy 
Livingstone 
Arkham Manor 


6.95 

6.95 

5.50 

6.50 
6.50 
6.95 
6.95 

6.50 

5.50 


SPECTRUM SPECIALS 


Convoy Raider 
Wizball 
Yankee 
Tobruk 
Tank 

Saboteur II 
Battlefield Germany 
Starglider 

Little Computer People 
(128) 6.95 

STOP PRESS! 

We are moving to larger 
premises shortly and must 
clear £10,000 worth of stock, 
eg 

Slap Fight 
Silent Service 
Bubbler 

Yie ArKung Fu II 
Legend of Kage 
Marble Madness Con 
Super Soccer 
Grange Hill 
Tarzan 

Shockway Rider 
Galvan 

Masters of Universe 
Aliens 
Hardball 
Highlander 


5.50 

5.50 

6.95 

6.95 

5.50 

5.50 

10.50 

10.50 


4.95 

5.50 

4.95 

4.95 

3.95 
3.95 

3.95 
2.99 
2.99 

4.95 

4.95 

3.95 

4.95 

4.95 

3.95 


PLEASE STATE SPECTRUM WHEN ORDERING THESE GAMES 
Free P&P on all orders over £5. Under £5 please add 50p towards costs. 
Overseas please add £1.00 per game. 

Phone our hotline 0/82 619159 for any games not listed. 

ANY GAMES NOT RELEASED WILL BE SENT ON DAY OF RELEASE 


TANGLEWOOD SOFTWARE 

157 Warwick Road, Rayleigh, Essex SS6 8SG 


THE RACING GAME 

All the thrills of managing a 
stable of thoroughbreds. 
Features include: 

Form, fitness, going, 
varying distances/^ 

grades of races, _ 

training, full betting, 
enquiries, save, 

3 levels, watch 
them race, + much 
more. 



FOOTBALL FEVER 

Manage your team to win 
LEAGUE TITLE, EUROPEAN 
CUP, CUP WINNERS CUP f* 
F.A. CUP 
Features include: 

Fitness, injuries, tearr^. 
selection, penalties, 
morale, substitutes, 
booking, cup replays, 
form, transfers, + 
much more 



£6.95 each OR Both Games for £11.90 
for Spectrum 48K and 128K+2 


: COME AND MEET THE ; 
* GREATEST TEAM AROUND t 

♦The Ed, Grim Taylor, the Mad Celt and* 
{ the rest of the SU crew. * 

{We’ll be all be at the PCW Show laden5 
{with goodies like Binders, T-Shirts and{ 
of course the brand new issue of 
Sinclair User 

BE THERE OR BE SQUARE 


* 

¥ 

¥ 

¥ 

¥ 

£ Stand No. 1717, The PCW Show, London Olympia 
J September 23rd - 27th 

2 (23rd/24th Trade only) 


*********************************** 


■ NOW available- the official Spectrum upgrade! 

■Turn your Spectrum into 
laspectrum + for lust £24.95 



• Professional full-size keyboard 
-includes 17 extra keys. 

• Responsive typewriter-style action 

• Accepts all current Spectrum 
software and peripherals. 



+ £1.50 p + p 


Inverse 

True video video Graphics 



Edit Caps lock 



Here's some exciting news for Spectrum owners... 

the official Spectrum upgrade Kit. The Upgrade has everything you 
need to turn your Spectrum into the stylish new Spectrum +. You don’t even 
need an understanding of electronics, just the ability to solder a few wires together! The 
leaflet in the kit gives clear, step by step instructions. If you're not sure about doing it 
yourself, don’t worry. Simply return your 48K Spectrum to us and for £31.90 + £1.50 
p + p we’ll upgrade it for you. 

The bigger, better Spectrum keyboard 

The Spectrum + measures 12V2" x 6". it has a large typewriter-style keyboard, 
with hard, moulded keys. You’ll find the new keyboard has a smooth, positive 
action - ideal for touch-typing, word processing, simulation programs, and 
extended programming sessions. Two retractable legs give a perfect typing position. 
There are 58 keys in all, including 17 new keys. Programmers will be pleased 
to see dedicated punctuation keys, a space bar, and separate shift keys for graphics 
and extended modes. And a reset button allows you to clear a program from your 
computer's memory without disconnecting the power supply. 


Break 


Space bar | 
Full stop 


Inverted comma Cursor controls Comma 

The official Spectrum Upgrade. Naturally your upgraded 
computer will accept all the peripherals in your Sinclair system-1 
interface 1, Microdrives and so on - as well as all Spectrum software. 
Just as important, new Spectrum software and peripherals will be designed 
with the Spectrum + in mind. So the Sinclair upgrade adds stylish looks, new 
capabilities ... and new potential for the future. 

HOW TO ORDER BY MAIL 

1. If you require us to do the upgrade for you please send £31.90 +£1.50 p + p. Total £33.40. | 

2. Should you require the do-it-yourself kit just send £24.95+ £1.50 p + p. Total £26.45. 

5. if you require your Spectrum to be repaired and upgraded to a Spectrum Pl us we hav e a 
special offer price of just £50.00 complete. msh 

Orders can be placed by using your Access Card on the numbers below, r \ ^ 



Upgrade Dept. 140 High Street West, Clossop, Derbyshire SKI 3 8HJ 
Tel: (04574) 66555/67761 & Manchester 061-236 0376 
©< Copyright Videovault Ltd. No. 682121 
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SINCLAIR 

QUALITY APPROVED REPAIR CENTRE 
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HOW TO GET YOUR SPECTRUM REP AIRED FOR ONLY £19.95 

2 


Why not upgrade your ordinary Spectrum into 
the fantastic DK Tromcs typewriter keyboard 
for only £31 50 including fitting VAT and 
return post and packing 
Normal recommended retail price 
£49 95 Replacement printed 
Dk Tromcs key 
sets £7 50 
including post i 
packing 



SPECIAL OFFER! W SPECIAL OFFER! 



Why not upgrade your 16K Spectrum to a «K 

for as little as £17.95 inciudmgvAT post and packing 
would like us to fit the kit for 
lust send us £1995 which is 
i fully inclusive price to cover 
all costs including return 
postage 
Full fining instructions 
supplied with every kit 
issue 2 and 3 only 



(+£1.50 POST 
& PACKING - OVERSEAS 
ORDERS PLEASE ADD 
£8.50 TO COVER POST & 
PACKING & INSURANCE) 


SAGA LO-PROFILE 

PROFESSIONAL KEYBOARD 
R.R.P. £39.95 f f>O.50 
SALE PRICE ONLY 



TEN ★ REPAIR SERVICE 


While you wait service including 

computer spare parts over the counter 

All computers fully overhauled and fully 
tested before return 
Fully insured for the return journey 
Fixed low price of £19.95 including post 
packing and VAT (Nota between price 
of really up to £30.00 which some of our 
competitors are quoting) 

Discounts for schools and colleges 



★ Five top games worth £39.00 for you to 
enjoy and play with every Spectrum repair 

★ werepairCommodore64's, Vic 20's 
Commodore 16 sand Plus4 s 

★ The most up to date test equipment 
developed by us to fully test and find all 
faults within your computer 

★ Keyboard repairs, Spectrum rubber key 
boards only £8.95 

★ 3 month written guarantee on all repairs 

BESTPRICESl 1 — 

ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 

Need your computer repaired fast? Then send it now to the Number One Repair 
Company in the U.K., or call in and see us at our fully equipped 2,500 square foot workshop, 
with all the latest test equipment available. You are more than welcome. 

We will repair your computer while you wait and help you with any of your technical problems 
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed 
price of £19 95 which includes return post and packing, VAT, not a between price like some 
other Repair Companies offer. We don't ask you to send a cheque in for the maximum amount and 
shock you with repair bills £30 upwards Don’t forget we are Amstrad aproved for quality and 
speed, don't risk your computer to any other unauthorised repair centre. We dontjust repair the 
fault and send your computer back, we give your computer a- 

OVERHAUL WITH EVERY REPAIR WE DO:- 

_ we correct Colour sound, Keyboard, Check the loading and saving chip. Put new feet on 
the base if required, Check for full memory, check all sockets including ear/mike and replace 
where needed All for an inclusive price of £19.95 including VAT, all parts, insurance and post 
and packing. No hidden extras whatsoever, we don't have to boast too much about our 
service as we have thousands of customers from all over the world highly delighted with our 
service A first class reputation for speed and accuracy. Don't forget, we also now have a 
Service Branch in Manchester City Centre for while you wait service. __ 

URGENT NOTICE Don’t be misled by adverts showing 'between prices. A recent 
complaint against a Manchester repair firm, Mancomp, was upheld by the Advertising 
Standards Authority on two counts, "It had stated BBC repairs between £14 . 3 nd £ 45 
then charged the customer £85." Their guarantee policy was misleading as it did not 
make clear that all repairs were not covered. 




BWay 
ribbon cable to 
extend your ports for 
your peripherals 

£10.95 

plus £1 so p & p 



Gun Shot n Rapid Fire joystick and 
interface complete outfit Normal 
recommended retail price £19 95 if 
purchased together special offer 
of oniy£16.50includmg pip 
joystick available as separate item£10.95 
plus interface available as separate item 
£9 00 plus £1 50 Pi p 





commodore 
replacement power 
transformer £29.00 
plus £1.50 D & P 



USEANY 
JOYSTICK WITH 
YOURSPECTRUM + 2 

SINCLAIR JOYSTICK ADAPTOR FOR 
CONNECTING SPECTRUM +2 
COMPUTERS TO MOST JOYSTICKS 


Spectrum keyboard 
membranes 
£5.50 plus £1 50 p & p 
Spectrum Plus spare 
keyboard membranes 
£12.90 plus £1.50 p & p 
ZX 81 membranes 
£5.00 plus £1 50p&p 

ON-OFF SWITCHES 

FOR THE SPECTRUM 
AND SPECTRUM + 

ORDER No 
1067 SPECTRUM 
1067A SPECTRUM 4- ( 

£ 4.95 + 1 50 p + p 


THE VIDEO VAULT COMPUTER COMPANION 

The VideoVault has just released the most up to date and exciting catalogue ever produced, our team ef experts havepoured 

the globe to find you all the latest software and add on's for your computer all I the latest in J^^'^technology ^1 me top and 

tested software titles all at great discounts to you. Anyone can apply now just send 2 x^lSp stamps to the catalogue Dept at the 

address below for vour free copy. We have all the top branded items available, delivery by return post our usual standard). All 
_.__Mnuor ci irh d ntiinm 10 o\/pr hppn nrnriiirpri hefore including scare Darts. ULA, 


aoodsS ever be'en produced before, including spare parts, ULA 

membranes, power supplies - all at dis count prices. _- - ‘ 

STOP PRESS!! BRAND NEW SPECTRUM PLUS COMPUTERS INCLUDING 
POWER SUPPLY, LEADS AND MANUAL JUST £59.95 + £1.50 p + p. 



Ltd. 


c Copyright 


140 High Street west, Glossop, Derbyshire SK13 8HJ 
Tel- 04574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 236 0376 while you wait repair centre only. 


Videovault Ltd No. 786032 WE NOW HAVE FAX: (0) 4574 68946 



POST + PACKING 
CHARGES UK ONLY 
OVERSEAS 
POST + PACKING 
CHARGES PLEASE 
WRITE FOR 
QUOTE 
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E xcuse me a moment (hah hah 
ha hee hee) Amstrad is a 
company that has made the odd 
legal threat in its time (giggle, 
giggle) and has forced the BBC 
among others to issue various 
apologetic press releases on pain 
of serious lawyer-power 
(hahahahahahahahahah). What 
should arrive on Gremlin’s desk 
but the following press 
announcement from Amstrad 
correcting a previous press 
release: 

“The Amstrad press release 
entitled “N.O.M.D.A. Chosen for 
Worldwide Launch of Amstrad 
9512,’’ dated 22 July mistakenly 
stated that Locoscript and 
Locomail were registered 


trademarks of Amstrad PLC. 

Locoscript, Locomail and 
Locospell are trademarks of 
Locomotive Software Ltd 
We offer our apologies to 
Locomotive Software for this 
inaccuracy.” 

Here’s a translation of that 
fateful document: “Gor blimey 
we dun a wrong’un what stupid 
geezer botched up that blimmin’ 
press ’andout I’ll ’av ’is guts for 
belt-driven turntables so I will. 
Anyway we didn’t have them 
trademarks like what we said, 
we just fought we did. Anyway 
Locomotive has got the ’ump 
and threatens us wiv the guys in 
the wigs if we don’t straighten 
the old fing art. 

We wus rong. Them 
trademarks wus Locomotive’s 
alright? Sorry guv.” 

GREMLIN’S 
GUIDE TO 

LESSON ONE: Some very dodgy 
game ideas 

A FRANCIS WILSON’S 

WEATHER GAME. Francis 
has got his weather all mixed up. 
Can you help him sort it out 
before it’s time to go over to the 
regional news services? 



GREMLIN’S MYSTERY 
STAR TREK CORNER 


The following mystic symbols 
were discovered by an 
Archeologist inscribed on a 
pyramid in Egypt. 

The symbols are believed to 
be the comments of Pharoah 
Gremlin IV on the problems 


over the release date of Star Trek 
the computer game on the 
Spectrum. 

Carbon dating techniques 
have enabled experts to set a 
date for the hieroglyphics of 233 
BC. Nice one Firebird! 



AT-A-GLANCE ESSENTIAL 
THE TRULY NAFF (Part 1) 


Williams 522 


Teddy 



B WILLIAM’S TEDDY - poor 
old ted! He’s had the stuffing 
knocked out of him by those two 
young royal scalliwags! Can you 
find all his missing limbs and 
ten bits of stuffing before 
William eats him? 


ATTACK OF THE DEADLY 
DOGS - young Scamp got 
kidnapped by aliens and just 
look what’s happened to him 
now! He’s 500 feet high with 
laser beam eyes and he’s being 
very naughty! Can you, using 
your team of Harrier jump jets, 
nuke the naughty dog before he 
destroys the world? 





2S* 




SINCLAIR.USER SEPTEMBER 1987 






































































LESSON TWO: 

Now match a software house to 
each of the products above. Who 
is most likely to put out what? 
(we’ve done one for you, 
William’s Teddy - Royalsoft but 
who is Royalsoft a pseudonym 
for?) 

• Macsen 

• Virgin 

• Firebird 
LESSON THREE: 

Of the three bits of software 
above which of the following 
review extracts best describes 
which one: 

“Utterly utterly tedious - only 
the BBC could possibly have 
thought this would be a good 
idea for a game” 

“Even at a budget price this has 
to have the most ludicrous plot 
ever - and just look at those 
attribute problems when the big 
sprite moves” 

“Oh Gawd. Oh No. I don’t 
believe it. Look, please, no, why 
me?” 


Gremlin Caption 
Compo No 10 

Hahahaha. It can be quite a task 
keeping a straight face when 
reading the Gremlin entries for 
a month. Thanks to everyone 
who sent entries to the effect of 
“Isn’t Ronald Reagan stupid, 






then?’ Very incisive. 

Among the more interesting 
efforts this month was Leda 
Scholey’s “Quick! Ask him a 
quesiton while I hold his brain 
in.” 

Then there was Lee 
Maddocks: “Just like the 48K - 


press the little button in and he 
forgets the last six months.” 

Nicholas Holand came up 
with “So you see, Mr President, 
if you blow up the world it will 
make our latest game very 
topical indeed.” 

The winner, though is 
Alasdair McCallum from 
Glasgow who says, leadingly, 


“Who said the ZX81 had a small 
memory . . . ?” Congratulations, 
Alasdair. A cheque may be 
arriving soon. 


GREMLIN’S AT 
-A-GLANCE 
GUIDE TO 

TUI? HHDITT V 
1 Jut Hi 1 KUJLi I 

NAFF (Part 2) 


• Word processing ~ the Provost 


• Databases - an archaeologist 

• Accounting - a fruit farmer 

• CAD, m ' 


# Electronic Mail - chemists 


the programme say that has 
been said before of every new 
TV computer programmes ever 
made? 

“Jargon such as # baud~rate’, 
‘CPUs', ‘R.S232V (sic) and 
'interface’ will be banned!' 


How to make a new TV 


behind such creaky programme 


Hero are some ideas for things 


• Computer games 

have 

♦ Pokes and tips 

Here are some ideas for things 
naff programmes do have in 


Now! What might such a naff 
programme be called? 

So We Bought a Computer .. . 
When might it be on? 

Channel 4 d 

' : does I 


What. 


► the press release for 


“A mission to explain” 

Why do 3$ producers always 
come up with the same tedious 
ideas over and over again? 

I don’t know perhaps they ail 
wtrt'i© the .sante/iipifeeirtty d • 


SO U..«e BOUGHT 
A COMPUTER 



And this month’s piccie? Bit of 
a tricky one, in fact. All entries 
making comments about the 
size, sex, and amount of hair of 
those pictured will be 
completely and utterly ignored. 
Send your entry to Gremlin 
Caption Compo No 11, Sinclair 
User, Priory Court, 30-32 
Farringdon Lane, London EC1R 
3AU. 

Name. 

Address. 
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TO ADVERTISE IN THE SUPERMART CALL MIKE CORR ON 01 251 6222 


UTILITIES 


SOFTWARE 


t 

I 


NEW TAPE UTILITY A 


This program gives a tape back-up of most SPECTRUM software. Even converts most 
JERKY LOADERS and SOME OTHERS (e.g. with counter down to zero) normal for 
reliable loading. Manages very long programs (even every byte in 51k!) fast loaders, 
'etc, etc. State type of Spectrum when ordering (48K, 128K etc). Unrivalled, full manual 
- a superb and interesting utility. £6.99 on tape (£4.99 if updating) 


NEW TRANSFER PACK 4 - SPECTRUM TAPE TO DRIVE 


A software system to convert many old and new TAPE based programs to your 
DRIVE (no matter what type) + OTHER USEFUL UTILITIES. Most jerky programs and 
others (e.g. with zero counter) are EASILY converted to drive. Pack has at least 7 
programs! Opus/Beta owners add £1 for OPTIONAL extra program. State TYPE of 
Spectrum + name of DRIVE when ordering (e.g 128K Spectrum and Microdrive). 
£11.99 on TAPE (£12.99 on cartridge for 48K Spectrums only). (£6 if updating) 
INFORMATION SHEETS - £1 each - approx 8 TRANSFERS of POPULAR programs per 
sheet — needs TP4. Up to No. 40 available SPECIAL OFFER — No's 1-20 for £3,21-30 for 
£3.50, 31-40 for £3.50._ 


M/DRIVE OWNERS NEED MICROTRANS 


MICROTRANS 2b - for m/drive to m/drive back-up, easy ERASE, tape to drive (inc 
headerless) - does NOT convert programs. Includes MICROTAPE and RUN programs. 
ONLY £4 on TAPE, £5 on Cart. ALL Spectrums 

CODE COMPRESSOR - £3.50. -- 

Overseas add £1 Europe, £2 others each product. SAE for details. 

NO RISK! - ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates) 


LERM, DEPT SU, 11 BEAC0NSFIELD CLOSE, 
WHITLEY BAY. NE25 9UW. (Tel 091-2533615) 


CUT PRICE SOFTWARE 


**BEST SELLERS* 

* 

**STAR BUYS* 

* 

**BEST SELLERS* 

* 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

RRP 

OUR 

SPECTRUM 

RRP 

OUR 

Stars On 128&+2 
Warlock 

9.95 

7.95 

7.96 

5.50 

Bride Frankenstein 
Elite 

1.95 

9.96 

9.50 

7.50 

Slapfight 

Silent Service 

7.95 

9.95 

5.50 

7.25 

Wonderboy 

9.99 

7.25 

Mutants 

7.95 

5.50 

Future Knight 

7.95 

5.50 

The Eagles Nest 

8.96 

6.50 

Ikari Warrior 

7.95 

5.50 

TT Racer 

9.95 

6.96 

Army Moves 

7.95 

5.50 

Great Escape 

*7.95 

5.50 

Head Over Heels 

7.95 

5.50 

Bombjack2 

7.95 

5.50 

Mag Max 

7.95 

5.50 

Game Over 

7.95 

5.50 

Uving Daylights 

9.95 

7.25 

Commando 86 

7.95 

5.50 

Triv Pursuit YP 

7.95 

5.95 

Bismarck 

9.95 

7.25 

Starglider 

*14.95 

11.96 

Footballer/Year 

7.95 

5.50 

HitPakS 

*9.95 

7.25 

Stiff Lip&Co 

9.99 

7.25 

Oink 

8.95 

6.50 

Hydrofool 

7.95 

5.50 

Academy (Tauceti 2) 

9.95 

7.25 

Triaxos 

8.99 

6.60 

Konami'sCoinOp 

9.95 

6.96 

Prohibition 

9.95 

7.25 

Nemesis 

7.95 

5.50 

Trio (Hit Pak) 

9.95 

7.25 

World Games 

9.95 

7.25 

Enduro Racer 

9.95 

7.25 

Sigma 7 

7.95 

5.50 

Shockway Rider 

7.95 

5.50 

AufWieder Monty 

7.99 

5.50 

Shadow Skimmer 

7.95 

5.50 

Leaderboard 

9.95 

7.25 

UCom People 128 

9.99 

7.25 

Hades Nebula 

7.95 

5.50 

Last Mission 

8.99 

6.50 

Paperboy 

*7.95 

5.50 

Saboteur 2 

7.95 

5.50 

WizBall 

7.95 

5.50 

Best Beyond 

9.95 

0.96 

Convoy Raider 

9.95 

7.25 

10th Frame 

8.99 

6.96 

Dark Septre 

14.95 

11.96 

Donkey Kong 

7.95 

5.50 

Graphic Ad Creat 

22.95 

11.95 

Gauntlet 

9.95 

5.96 

Metrocross 

8.99 

6.50 

Alien Evolution 

4.99 

2.99 

Trivial Pursuit 

*14.95 

11.96 

Gunrunner 

7.95 

5.50 

Arkanoid 

7.95 

5.50 

Five Star 2 

9.95 

7.25 

SuperSoccer 

*7.95 

5.50 

P.A.W 

22.95 

17.95 

Space Harrier 

*7.95 

5.50 

Durell’s Big 4 

*9.95 

6.96 

Barbarian 

9.99 

7.25 

TaiPan 

7.95 

5.50 

Catch 23 

7.99 

5.50 

Final Matrix 

7.99 

5.95 

Kinetik 

7.95 

5.50 

Jewel* Darkle 

14.95 

11.95 

Survivor 

8.99 

6.50 

Champ Baseball 

7.99 

5.50 


This is just a small selection from our stocks. Please ring for more details. P&P included. Overseas orders please add 75p per tape. For up to date 
lists enclose S.A.E. Mail order only. Please send Cheques P.0 Payable to C.P.S. Visa Access orders by phone welcome to: 

CUT PRICE SOFTWARE (DEPT. 6) Unit 6, Stort House 

Q Riverway, Harlow, Essex. CM20 2DW wmmm 

Tel: (0279) 24433 or (0279) 31956 (24 nr ansaphone) aaan 


48/128K SPECTRUM 
PROGRAMMERS 
ESSENTIAL UTILITIES 

TURBO-BAUD Turns your programs into reliable 
turboloaders easily ★ Handles Basic/Mcode/ 
Commercial ★ Unique borders * Headerless 
Code ★ Protects ★ Includes hacking program to 
disable any auto-run. 

TURBO-FILE The ultimate filing program ★ 
Saves data at twice normal speed ★ security 
scrambling ★ Full-screen editor ★ Alphabetical 
sorting. 

SPECDRUM SUPER EDITOR Use any sound on 
any channel ★ Soundwave printer ★ Make your 
own sounds. 

£4.95 each/£8 for 2/£12 for all 3 
Immediate despatch 

ESSEX LOGIC SERVICES 
81 Jutsums Lane, Romford 

Essex RM7 9HJ _ 


48/128K SPECTRUM UTILITIES 


1 MICRODRIVE MANAGEMENT & RECOVERY Copy any 
type of files or cartridges, even on one drive. Sensible CAT. 
analyse problems, recover corrupt files. 

2 RAMDOS MICRODRIVE OPERATING SYSTEM Random 
access, screen edit, search, sort facilities. Write your own 
software. Demonstration programs supplied 

3 FREE TEXT DATABASE (USING RAMDOS) Easy to use 
multi-purpose, address book, diary, letters 

4 ASSEMBLER. DISASSEMBLER, DEBUGGER On-line 
machine code learning, teach yourself booklet. 

1 to 4 each £9.75 MD cartridge, 4 also tape £7.95 
ROYBOT SU5 

45 Hulibridge Road, Rayleigh, Essex SS6 9NL. 

Write or tel: 0268 771663 for leaflets. 


GET A HEAD 
START - 
ADVERTISE 


SUPERMART 


REPAIRS 



CAPR I MARKETING LTD 


ROTRONICS WAFERS NEW STOCKS FROM USA 
64k £3.99 1,000's in stock 
128K expected in soon £4.99. Also in 16K £2.99 

i flEnouncing MiMi 


NEW LOWER PRICE FOR CAMPBELL'S 
MASTERFILE ON WAFA £14.95 
SOLE SUPPLIERS FOR ROTRONICS TOOLKIT WAFER £9.95 
& HELP SHEETS 

T figiflWIlgl 

PROBLEMS WITH YOUR WAFADRIVE? WE HAVE THE ROTRONICS REPAIR 
EQUIPMENT AND THEIR EX-TECHNICAL EXPERT WORKING FOR US. 

REPAIR ONLY £17 inc return postage 
NEW FROM ROMANTIC ROBOT- MULTIPRINT PARALLEL INTERFACE 
128 COMPATIBLE ONLY £39.95 

Also Multiface One £39.95 and Multiface 128 £44.95 

100's of Sepctrum titles in stock (cassette) many bargains plus 
peripherals 

CAPRI MARKETING LTD. 24A WHITE PIT LANE 
FLACKWELL HEATH, HIGH WYCOMBE. BUCKS HP10 9HR 

Cheque or Access 

Tel: 06285-31244 ★ 9.30-3.00 pm Mon-Frt 


SCOREBOARD 


All the thrills of anvematShte^sene? Choose the 
countries and players. Features include all batsmen 
displayed with their scores, named bowlers with full 
bowling analysis, how outs, follow-ons, declarations, 
runs required, man of the match/series, etc, etc. Lots of 
detail and highly authentic. A must for all cricket buffs. 


NAT WEST TROPHY 


Involving alltne*r^unffi?wweappncaDle all the 
features of Scoreboard are included, plus run rate 
required and man of the match gold award. 

Both programs on one cassette for the 48K Spectrum. 
Price, including post and packaging £6.00 

BYRON software 


57 Rangoon Road, Solihull 
west Midlands B92 9DD 


S SPECTRUM REPAIRS 

v< Spectrum repairs £19.95 including 
;X parts, insurance, P/P and VAT. 

v! Send your computer with cheque or PO 
•Xfor £19.95 and description of the fault to: 

s SUREDATA (SU) 

Unit 6, Stanley House, 

•:•: Stanley Avenue, Wembley, 
Middlesex, HA0 4JB 
8 Tel: 01-902 5218 


HXED PRICE COMPUTER REPARS 

All types of home computers: Amstrad, 
Sinclair etc - prices from £7 inclusive of 
VAT and P&P and three month 
guarantee. Also we buy, sell, and rent 
new or used home/micro computers. 

Also'available spares, software, 
cables, peripherals and maintenance 
contracts etc 

Tel (0702) 618455/527864/613741 for 
immediate price 
ANALYTIC ENGINEERING LTD 

Analytic House, Unit 18A 

Grainger Road bid Estate, Southend on Sea, Essex 


SPECTRUM REPAIRS 


48K Spectrum faults A17.OO 

48k Spectrum KB faults *18.00 

4164 memory ic 90p 

4116 memory ic 5 Op 

280 cpu * 8.10 


All prices include VAT find postage 


RA ELECTRONICS 


133 London Road South, Lowestoft, 
Suffolk, NR33 QAX Tel: 0808 66889 
























































































SU SUPERMART SUPERMART SUPERMART 


SPARES 


COMPUTER SPARES 

SINCLAIR/AMSTRAD 


/COMMODORE 

ROM CHIPS 

CMOS CHIPS 

RAM CHIPS 

74LS CHIPS 

IMS 

VOLT REGS 

MEMBRANES 

Z80CPU 

POWER SUPPLY'S 

OFSKITS 

TEMPLATES 

EPROMS 

MODULATORS 

SERVICEMANS 

SPEAKERS 

TRANSISTORS 

RIBBONS 

TUBES 

DISC'S 

KEYBOARDS 


TRADE COUNTER OPEN 
MON-SAT 9.30a.m.-5p.m. 

just phone „ Order from Govt. Institution 

your order X Schools, Nationals etc., 
through, we accepted with official order, 

do the rest ® 

TEL: 0254 390936 

P.V. TUBES 
104 ABBEY ST. 
ACCRINGTON LANCS 
BB51EE 
Telex: 635562 
Griffin G (For P.V.) 


. Advertisement 

Index 


Applied Technology 

. 82 

Ariolasoft. 

. 46 

Bargain Software. 

. 70 

Cheetah. 

. 14 

Datel. 

... 102,103 

Dataskip. 

. 82 

E & J Software. 

. 56 

Electric Dreams. 

. 48,49 

Electric Yellow Pages 

. 48,49 

Firebird. 

. 7,41 

Gremlin. 

. 26,65,67 

Hewson. 

. 10 

Logic Sales . 

. 77 

Mitsibushi. 

. 3 

Mirrorsoft . 

. 22 

Miles Gordon. 

. 30 

q| National Software Library... 77 

1 Novagen . 

. 57 

1 Ocean . 80,81,104 

Palace . 

62 

Piranha . 

2 

Selec . 

77 

Shekhana. 

. 57 

Tasman . 

. 16,17 

Transform. 

. 68 

Trojan . 

. 56 

US Gold . 

31,34,70 

Videovault . 

QK 

■ 


SOFTWARE HIRE 


SOFTWARE HIRE I 

★ f rot* Membership ■ 
★ 400 litlos 
★ f ast S(*rvi( t* 

Free exciting details from: ! 

COMPUTER SOFT (SU) I 
173 Mansfield Road m 
Nottingham 

(SAF appreciated) 


(SAF^^^e< 


LINEAGE 


SPEECH SYNTHESISER program for 
Spectrum 48K. Outputs speech through 
Spectrum's own loudspeaker. Runs com¬ 
pletely from software. Unlimited vocabul¬ 
ary. Only £3.99 from: SMB Software, Dept 
SU, PO Box 38, Inverness IV1 IGA 

SPECTRUM SOFTWARE for hire latest 
titles available at competitive prices. 
Games and utilities. For membership de¬ 
tails and catalogue write to Spectrum 
Software Hire, 1569 Stratford Road Hall 
Green, Birmingham B28 9JA. 

THUNDER ORC for a maniacally view of 
the modern adventure and RPG world, 
look no further. Includes solutions, tips 
maps and free AD&D module. Only 50p V 
50p (p+p). Write to his greatness at Ave 
Henri Houssaye 16, 1410 Waterloo Bel¬ 
gium. 

WANTED Spectrum 128K + 2 with soft¬ 
ware. Write to Per Borge, Strandasveien 
72, 3135 Torod, Norway. 


SPECTRUM SOFTWARE 
HIRE 

FREE MEMBERSHIP 

A wide range of games and utilities 
Send SAE for Hire Details to 

SSN(SU) 

21 Chanceley Way, Wilfonf 
Nottingham NG11 7EG 


CHALLENGER SPRINT. Fast loader and 
save with fitted switch for use with micro¬ 
drive As new. Only £30 Tel 01-941-1929 
SPECTRUM ORIGINALS for sale Titles 
include Elite £3.95, Bored of The Rings 
£2.95, Impossible Mission 50p Many 
more SAE for list to Kevin Pennington. 57 
Middlethorpe Grove, Dringhouses York 
Y02 2LE 

SPECTRUM PLUS for sale Fully work¬ 
ing, Kempston interface. Quickshot II. 
data recorder, manual, leads and twelve 
games. Bargain at £75. Phone David on 
0942 874 975. Fairly quick sale wanted 
please. 

FOR SALE Spectrum Plus Two, 6 months 
old with 18 of the latest software. Can be 
used with word processor. £170. Worth 
£300. Tel Bath 891660 
SOFTWARE EXCHANGE. Swap your 
used programs. FREE membership. Huge 
program base. Hundreds of satisfied 
members. SAE please for fast details 
Spectrum/CBM64. UKSEC(SU), 15, Tun- 
well Greave, Sheffield, S5 9GB. 


' . ——« ^ 

Inn'i? f e 0 d0 ' S J" 1 m the coupon below includ 'ng your name, address and telephone number 
MeyimnmS Sl " Clair User> EMAP ’ Prior Y Court ' 30 ' 32 ^"ingdon Lane, London EC1R 3AU 

wor s ' Your advert will appear in the earliest possible edition. 


Name. 

Address. 

..Tel:... 

Have you included the fee of £6.00* or £20.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

Conditions for second hand sales only 

. 

,„ v advertisement pushed tp, the advertise,, o, an v ,„,„„ g .men, o. c»pv„ 9 h, p.„„, de\, 9 „Z"77,7p^^ 


































































DAlEL ELECHOQIO 



GENIUS MOUSE 48/128/+2/3 


□ Now a top quality mouse 
price. 

□ Two button action. 


Q Comes complete with interface - just plug 
in and go! 

Q Compatible with Artist II (see offer) and 
OCP Art Studio. 


oniy £39.99 complete 



ROBOTEK 


Spectrum. 

□ 4 indepi 

relays, models, lights etc. 

□ 8 independent inputs fc 

□ This is the product that the lego publication 
“Make and program you own robots” was based 
upon. 

□ Comes complete with cables. 


EXTENSION 

CABLE 

Q Distance peripherals from your computer. 

□ 56 way. 

□ 6" extension. 

Q Tap quality connections. 

omiy£8.99 


16K RAM PACKS 
FOR ZX81 

Q Brand new guaranteed Sinclair product. 

□ Simply plug in for 16K! 


TWO WAY 
EXTENSION 

□ Allows two peripherals to be connected 


□ Send now. 

oniy £5.99 


□ 8" long. 

□ Tbp quality connections. 

ONLY £10.99 




ARTIST II ILLUSTRATOR 


□ Described by Sinclair User as “the best artist 
program - bar none”. 

Q Superb quality multi feature. 

□ Pull down menus. 

□ Windows icon driven. 

□ Ebnt and sprite designer. 

□ Zoom mode. 

□ Supports many printers. * 


d list — it is safe to say it has them all! 

Special Offer - Buy Artist II S’ Genius House system for only 

£49.99 POST FREE! 

State 48K or 128K version of software required. 



LIGHTWRITER 

□ Just plug in and draw circles, rectangles, 


□ Choose inks, papers, erase, fill etc. 


□ Animate screens from memory. 

□ Menu driven. 


interface plus software. 

oniy £14.99 


interprinter 

□ Connect fullsize Centronics printers to your 
Spectrum. 

□ Complete with printer cable. 

□ Microdrive compatible. 

□ Thsword 2 compatible. 

□ Hires screen dump (Epson). 

□ Easy to use. 

oniy £24.99 


ALL ORDERS NORMALS DESPATCHED WITHIN 48 HRS 

HOW TO ORDER .... 

BY PHONE 

O ® B 

0782 273815 

24 hr Credit Card Line 

BY POST 

Send cheques/POs made 
payable to ‘Datel Electronics’ 

BYPRESTEL/EAX 

Prestel Pages * 25880000A 

fox Orders 

0782 264510 

DA 

uc 

L 

ELEClTOIIIO 

UNITS 8/9, DEWSBURY ROAD, FENTON INDUSTRIAL ESTATE, 

FENTON, STOKE-ON-TRENT 

SALES ONIY 

0782 273818 1 

TECHNICAL ONLY 

0782 202258 














































































NEW QUICKSHOT TURBO 

□ Complete with interfere - plugs straight into Spectrum (all models). 


□ All the features of the best selling Quickshot n 
plus: 

□ Microswitch action for even longer life. 

□ Extra rigged construction. 

□ Superb styling. •* 

ONLY £1 7.99 COMPLETE 



SNAPSHOT II 

□ Now you can backup your games to microdrive 
or&pe. 

Q Simpi/ press the button to “freeze” the 
program. 

Save to microdrive or tape. 

□ Special compacting techniques. 

□ Add pokes or peek program then restart. 

□ All backups restart from the point they were 
saved. 

J Built in joystick interface (Kempston system). 

£24.99 POST FREE 

+ 2 JOYSTICK 
ADAPTOR LEAD 

□ Allows standard 9 pin joysticks (Quickshot n/ 
Hjrbo etc.) to be used on +2/+3 computers. 

□ Supports rapid fire models. 

only £2.99 



SMTCHABLE 

JOYSTICK 

INTERFACE 

□ All three joystick systems at the flick of a 
switch. 

□ ‘Kempston’ - ‘Cursor’ - ‘Interface II’. 

□ Accepts any 9 pin joystick including rapid fire 
models. 

only £8.99 

Complete with Quickshot n 

£14.99 

Complete with Quickshot Turbo 

£18.99 



GAMES ACE 

Q Joystick interface 6? sound booster. 

□ Accepts any 9 pin joystick for maximum 
compatibility (Kempston system). 

□ Plus - delivers sound from games through 
TV speaker (fully controllable). 

ONLY £10.99 

Complete with Quickshot n 

£17.99 

or complete with Quickshot Turbo 

£21.99 


DIGITAL SOUND 
SAMPLER 

□ Allows you to record any sound digitally into 
memory. 

□ Replay at variable pitch or with amazing 
effects. 

□ Pbrwards/backwards/with reverb/echo/ 
flanging etc., etc. 

□ Fully menu driven. 

□ On screen keyboard and frequency plotting etc. 

□ Full 8 bit conversion. 

□ Complete hardware/software package. 

only £34.99 



QUICKSHOT II 

□ The world’s top selling joystick. 

Q Complete with interface. 

□ Plugs straight into Spectrum/Plus/+2 etc. 

□ Maximum compatibility (Kempston system). 'I 

□ Auto fire/rapid fire. 

□ Stabilizing suction cups. 

□ Tbp & trigger fire buttons. 

□ Complete - no more to buy. 


onut £13.99 
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* !tttt vvti 


HT 

P* In the knife-edge world of the vigilante there is no place i^ wiBHE^ KP 

to rest, no time to think - but look sharp - there is always time to drertn^ 

From the city subways to the gangland ghettos you will always encounter the disciples of evil 
who's mission it is to exterminate the only man on earth who dares to throw down the gauntlet in 
their path-the Renegade. 

-- A breathtaking conversion of the arcade hit by Taito now for your home computer. 

. r_ / . ; t = t/ With all the original play features-when you play Renegade you would not have 
‘ ~ ~ ~ . ' /believed you could play so mean! 


Ill 

1 III 


















































